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Yo, ho, ho and a bottle of rum dear 
readers and a merry Yuletide greeting 
from all the boys and girls at Super 
Action. Yes, it’s Christmas time again, 
time to eat, drink and be merry. Time to 
hang that mistletoe from the door and 
kiss your best gal. Time to eat delicious 
turkey and mince pies. Time to 
contemplate all the wonder that 


Christmas brings. Oh, and don’t forget 
baby Jesus. In this amazingly festive issue, 
we’ll be bringing you the incredible Super 
Star Wars, a sprinkling of wit, a lot of 
information and a good deal of fun. We’re 
off to see our folks now and relax in front 
of a log fire, sipping sherry and telling lies 
about the stuff we did in the war. So read 
on friends and Merry Christmas to you all! 


mas TH€ FORCE 

Be WITH uou 
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Special thanks to: 

Gordon for being sweet and understanding 
(especially the way he brandished that 
football). AnnMarie for making such 
delicious cocktails. West Sussex County 
Council for their Poll Tax demands. The 
Ministry of Defence for all those lovely 
biscuits. Pontins for their lax security. 
Martika for embarrassing the sunset. Alan 
Bunker for his motorcycle madness. Steve 
for his punctuality. Everybody’s mum for 
doing our tea. Andy out of Hornby for 
suspecting nothing. Last but not least, 
Donald and Davy Stott for reading the mag 
in a high pitched voice. 


While Europress Interactive Ltd. does its best to 
ensure that all the information contained within 
the editorial and advertising is correct. Super 
Action cannot be held responsible for any inaccu¬ 
racies or ommissions. No part of this magazine 
may be reproduced without written permission 
and a note from Mum. Come and get some. .. 

Super Action is an independent magazine 



has has no connection with Nintendo Co.. Ltd. 
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news 

This month we bring you news of the latest 
developments in the world of 

Super Nintendo. Thrill as you discover 
just what exactly Nintendo have in store 
for Super NES owners next year. Want 
to know about Super CD ROM? Want 
to know about the hottest games? The 
best and only place to find out every¬ 
thing you need to know is Super Action 
News. Read all about it! 


// 


// 
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Home Alone 2 .34 

Skuljagger.38 

Desert Strike .42 

Kick Off .46 

Super Batter Up .50 

Populous .54 

Faceball 2000 .58 

James Bond Jnr .62 

Cosmo Gang . 64 

Q Bert 3 .74 

Final Fantasy V .78 


David Crane’s Tennis .82 


januaRy *93 
sup€r acnon 
































Jg 


Dr Barry Diablo’s 
Cheats oF Doom 

The master of terror and suspense is famed the 
world over for his cheat-related 

antics. This month he brings you a 
special festive treat, a massive and all 
encompassing guide to one of the best 
adventure games of all time. The 
Legend Of Zelda, a huge and wonderful 
puzzle solving extravaganza. This 
incredible guide will tell you everything 
you need to know about life in the 
world of Hyrule. What weapons to use, 
where you can find them and most 
importantly of all, how to get hold of 
those fabled and wonderful crystals. 


Bill and Ben’s 
Poison Pen 

Bill and Ben have been the subject of a great deal of 
controversy in the past, but we can’t 

go into that for legal reasons. However, 
if you need any questions answered, 
questions about software, questions about 
hardware, questions about firm, but yield¬ 
ing-ware (like cheese). If you have any 
queries (and let’s face it, who hasn’t?) sim¬ 
ply put pen to paper and jot down your 
questions. Bill and Ben are so clever and 
brave that they lay down this challenge: If 
you can ask a question that they cannot 
answer. Bill and Ben will personally come 
round to your house and cook your dinner 
for the rest of your life. 


Prei/ieiiis 


Super Star Wars .92 

Syvalion .98 

Wing Commander .100 

John Madden’s ’93 .102 

Sleepwalker .112 
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In a rather unexpected move last 
month, Nintendo ended much of 
the shroud of speculation and 
rumour surrounding the CD 
ROM XA. Claiming that a 16 bit 
processor was incapable of 
handling the kind of information 
required to produce good 
CD games, 

Nintendo announced that they 
would use a 32 bit platform for their 
machine. It is as yet unclear if this 
refers to the new Super FX chip, but it 
is far more likely to mean a separate, 
more powerful processor, designed 
purely to shift data. Most CD players 


run happily on an eight bit processor 
and some (including Sega’s Mega CD) 
use a I 6 bit chip. Nintendo’s CD 
ROM XA will be the first domestic 32 
bit CD ROM and sounds impossibly 
well specified bearing in mind the pro¬ 
jected price of less than $200. 

What exactly will all this power 
mean to the average Nintendo user? 
Well for one thing, there will be very 
little in the way of "lag" when using 
the CD ROM. 

This lag occurs as the machine 
slows down while searching and load¬ 
ing information from a CD. The 32 bit 
processor combined with a hefty 



This is how the beast will look, 
docking rather neatly with the 
expansion slot beneath the SNE5. 


chunk of RAM should go a long way to 
eliminating this problem for good. It 
also means that the CD ROM XA 
user can stroll along in a devil may 
care fashion, insulting Sega Mega CD 
owners as they pass him by. 

Such is the power the grace and 
the joy of a dirty great 32 bit CD 
ROM system. 



■THIS 2 


Lots of block building and pile-drop¬ 
ping action in this neat conversion. 


Gameboy owners may be 
portable and “street” but they 
don’t half go on about how fabu¬ 
lous their machine is. To date 
though, the only advantage 
game-wise was the incredible 
Tetris. Fret no longer gentle 
reader, Bullet Proof Software 
have skipped Tetris altogether 
and gone straight for Tetris 2. 

Tetris 2 is much the same game 
as Tetris, albeit with a slightly different 
scoring system. You have to drop 
angular "jigsaw" pieces into a pit, slot¬ 
ting them together to form a straight 
horizontal line. When a straight line is 
formed, it glows and vanishes, reduc¬ 
ing the height of your pile. The object 


of the game is to score as many points 
as you can, before the pile reaches the 
top and you kick the bucket. Of 
course, it would take a special kind of 
stupid to assume that Tetris 2 was 
totally identical to Tetris and indeed 
there is one vitally important addition. 
Bombs. Lots of them. 

The bombs are used to destroy 
blocks, clearing a path, or sometimes 
making things a little bit more difficult 
Tetris purists however, do not alto¬ 
gether approve of this blasphemy 
(nor do they get out half as much as 
they should) and subscribe to the 
belief that Tetris should remain Tetris, 
whole and complete but they can just 
go and get lost 
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Joysticks come and joysticks go, 
but seldom do they cause as 
much office scandal as the 
Turbotouch 360. This rather 
spanky piece of digital weirdness 
will be marketed shortly in this 
country by Hornby of all people, 
the dudes who brought you train 
sets when you were only little 
(and again, when youYe far too 
old for that sort of thing). 

The first thing you notice about 
the stick is the American colour 
scheme, fortunately it errs towards 
blue rather than purple. This may or 
may not be changed when the stick 
(or should I say pad) reaches dear 
old Blighty. 

So just what is so fabulous about 
the Turbotouch 360 then? Well, for 
one thing, even Simon Kirrane is 
strong enough to press the buttons, as 
the whole directional control pad is 
feather-touch sensitive. The merest 
whisper of contact will send the near¬ 
est sprite whizzing around the screen 


like nobody’s business. For another 
thing, the 360 bit of the title refers to 
the fact that the Turbotouch does in 
fact have 360 degrees of control. 
Hornby assure us that game manufac¬ 
turers are already beginning to sup¬ 
port this feature, but what advantages 
does it have over an eight way pad? 

Roll a few games around in your 
head and you’ll soon realise that this 
pad would make an excellent mouse 
substitute. It would also handle driving 
games pretty smartly. My dream how¬ 
ever is Super Marble Madness for 
which the Turbotouch would be per¬ 
fectly suited. 

After using it in the office for a 
while, we came to the conclusion that 
although fiddly, it worked very well 
indeed after some practice. Its main 
advantage though, was the fact that 
even a complete doofus can manage 
every single Streetfighter 2 move with 
little or no practice, including the near 
impossible spinning piledriver for 
Zangief! If you want to win one of 



Get touchy with this fab new pad. 


these fabulous contraptions, simply 
send us a drawing, pencil, pen or 
colour, of what you think Andy out of 
Hornby looks like. The best drawing 
printed will receive a fabulous 
Turbotouch 360 and the chocolate 
confection of their choice. Send your 
doodles to: 

You see this, that’s Andy that is... 

Super Action 

Europress Interactive 

Adlington Park 

Macclesfield 

SK10 4NP 


How about a game of Tetris 
using words instead of blocks? 
That’s the theme behind 
Wordtris. It's a kind of kinetic 
scrabble. Letters fall from the 
ceiling (much like the blocks in 
Tetris) and you have to slot them 
to gether to make words. When 
a complete word that the game’s 
dictionary recognises is formed, 
that word vanishes, changing the 
grid of letters as it does so. 

There are loads of secret bonus 
thingies hidden in the game, most of 
which are revealed when you form 
special, or “magic” words. The game 


gets very complex, very quickly and 
you soon end up with utterly impossi¬ 
ble combinations of letters. More 
forethought and planning is 
required here than in Tetris 
and tactically, it’s far more 
involving and complex. You 
also need a fairly stiff grip of 
the English language. 

The game has only just 
been released in the states to 
much critical acclaim. Quite 
when it will reach these shores 
is a bit of a mystery, but 
Summer next year seems like 
the most likely possibility. 



Gen ks! Could these be the 
blokes behind Tetris? Well 
they don’t look very . 
Russian to me. 
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FATAL FURY 


8 



“It is not enough that I succeed, 
all others must be made to look 
weedy and pathetic by compari- 
son!” a great man once said. 
Well, me actually. This, more 
than anything describes the new 
Konami Joypad. It looks initially, 
very similar to the 
controller that 
comes supplied with 
your machine and 
indeed, it feels and 
fuctions identically. 

However, if you 
are in the mood to 
show off and act hard 
in front of your mates, 
I can reccomend no 
greater joypad. This 
one comes with its 
own satellite dish. 

OK, so it’s not 
exactly Jodrell Bank, 
but it’s a lot harder and 


braver than no satellite dish at all. The 
Joypad itself has no connecting wires 
and uses three “AAA” batteries to 
power an infra red transmitter. 

The satellite dish has a small infra 
red receiver mounted in the centre 
and very accomodating it is too! Most 
infra red joysticks misfire from time to 
time, the result of a misdirected beam. 
You can aim this down the back of the 
sofa and you’ll still hit the dish. 

As a control device, it offers little 
in the way of superiority over its 
rivals, but it does have the upper hand 
when it comes to groovy smartness. 

The marketing blurb that comes 
with the pad assures you that this 
gives you freedom to sit wherever you 
like, but if you’re that far away from 
the telly, there’s no way that you can 
tell what the hell is happening on 
screen. Still, it works perfectly well 
and who am I to argue with the march 
of progress? 



The dirty cheats! 



The Game Genie caused quite a 
stir when it was released in the 
States for the eight bit NES. The 
device allowed the user to input 
codes and cause various effects 
on NES games. These included 
infinite lives, invincibility and a 
number of other goodies. The 
device caused Nintendo to take 
legal action, an action which was 
overturned by a Federal Judge. 

The product was designed by 
British dudes, Codemasters but will be 
marketed in this country by Hornby 
Hobbies. It sounds at first very similar 
to the Action Replay cartridge by 


Datel and indeed both systems do 
roughly the same job. but according to 
the manufacturers, the Game Genie is 
capable of much, much more. Anyone 
fancy seeing Mario in a big, pink dress? 

The unit is sleek and compact and 
differs slightly from the Action Replay 
when you turn it on. There’s no train¬ 
ing mode and if you want to find your 
own codes, it’s purely a matter of trial 
and error. Fortunately, when the unit 
arrives, it will arrive with a full com¬ 
plement of codes covering almost 
every Super NES game released so far. 
There will also be a special hotline and 
if you buy a new game, you simply 
phone the number given and codes for 
your new game will be revealed. 
Sounds good to us! 


“I'm dead smart because I'm a 
Neo Geo owner I am and my 
games cost five million quid and 
they're the best ever and I've got 
Fatal Fury and it's better than 
Streetfighter 2.” Not quite true 
my friend, but Fatal Fury is 
indeed a lovely, nay, scrumptuous 
game. Joy then, that the same 
game is soon to be released on 
the Super Nintendo and it won’t 
cost five million quid. Who's 
laughing now? 

At the same time that SNK 
announce a CD ROM drive for the 
Neo Geo, they have also been con¬ 
verting to the Super Nintendo like 
nobody’s business. 

King of the Monsters, Super 
Baseball 2020 and Soccer Brawl are 
either available, or in production. Fatal 
Fury is a straight rip off of the fabulous 
Streetfighter 2, featuring large sprites 
knocking each other about in a quest 
for glory. The graphics of the original 
were superb, huge characters, brilliant 
animation and superb backdrops. The 
Super NES version replicates every 
graphic detail perfectly, but at the 
expense of some of the original sam¬ 
pled speech. 

The game gives you the option to 
control one of three fighters, each 
possessing different skills and magic 
powers. It doesn’t quite have the 
scope or variety of Streetfighter 2, but 
it does feature a rather nifty twin level 
playfield. Your fighter can jump into 
the background at will, dodging or 
chasing his opponent as he does so. 

The magic moves are just as diffi¬ 
cult to perform as their Streetfighter 
counterparts, requiring a fair degree of 
skill and timing to carry them out. 
Neat stuff and we’ll see it soon. 




































The Battle is about to begin! 

The year is 2636 and Earth is faced with the threat of a 
massive invasion. The mad, mutant alien rebels are back 
with a vengeance, looking for their revenge - the anihilation 
of the human race. 

Earth’s only hope is the PROBOTECTOR, the strongest 
fighting robots in history, but will they be enough? Can they 
destroy these miserable mutants in time to save the world.. 


Distribution Bandai UK Ltd (UK). Unit 26/27 
Fareham Industrial Park. Fareham. Hants PO 16 8XB 
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Nobody does it better than 
Konami. Shooters that is and 
Assault Suit Valken is all set to be 
their next big release. Strangely 
though, this game was actually 
programmed by a company 
called Masaya but it really does 
look the business. 

You take control of the robot 
Assault Suit Valken as he attempts to 
save the Universe, or something. 
There are plenty of weapons to col¬ 
lect, all of which bolt neatly on to your 


robotic exoskeleton. The graphics, as 
you can see, are nothing short of 
superb and the gameplay promises to 
deliver equal amounts of excitement. 

One thing you can’t really see 
from these screenshots is the 
absolutely stunning parallax scrolling. 
The feeling of depth and perspective 
that it creates is stunning. Really 
jaw-dropping. We will have a full and 
glorious look at the game in the very 
next issue of Super Action. Be there 
and you know the rest. 



FIST OF THE NORTH STAR 



Somewhere over 
the rainbow. Birdie 
try, oh my, oh my! 


Golf is a top quality 
sport, both relaxing 
and exciting. There is 
no shortage of golf 
games available for the 
Super NES, but one 
that seems to be caus¬ 
ing a lot of excitement 
in Japan is Waialae 
Country Club by T&E Soft. This 
rather attractive game features 
state of the art polygons and 
beautiful backdrops, careful pro¬ 
gramming and some brand new 
routines mean that this one is a 
lot faster than previous efforts. 

The usual features are included, 
with 18 holes, bunkers, water hazards 
and all the usual golf-related obstacles. 
This is one of those very Japanese 
games that may never see a British 
release. We’ll have a full review very 
soon though and we’ll tell you if you 
should get hold of an import or not. 
Looks promising and I really can dig 
that rainbow. 



Hokuto No Ken, the Fist of the 
North Star, the hardest bloke in 
the Universe, is all set to appear 
in his very own Super Nintendo 
game from Toei Animation. The 
game is a Streetfighter style beat 
4 em up with some rather 
astounding and often ridiculous 
special moves. It's based on the 
cartoon series of the same name, 
which happens to be absolutely 
massive in Japan. The violence 


involved is horrific and if you 
fancy a sneak preview, you can 
check it out on the feature length 
Fist of the North Star, available 
from Manga Video. 

We here at Super Action are big 
North Star fans and we are really 
looking forward to the exploding-head 
action that this game promises to 
deliver. Expect a full review in next 
month’s Super Action. You can’t 
afford to miss it! 





A bit dodgy this one and a game 
that in all likelihood will never be 
released here, or even in 
America. Third Reich is a role 
playing game with a difference. 
You play the part of Adolf Hitler! 
It's actually a strategy based war 
game and it looks incredibly dull. 

The Japanese thrive on this sort 


of thing and there have been quite a 
few Hitler related games. They don’t 
pretend to judge Hitler, they just give 
you the chance to act out some of the 
most famous battles of World War 2, 
only this time in the guise of the 
German army. It all sounds a bit 
sick to me, but then again it’s horses 
for courses.... 





































The ever villainous Shredder has sent one of his evil androids to 
steal the Statue of Liberty. The turtles have to defeat Shredder 
and rescue Lady Liberty from his evil clutches in six huge levels of 
Arcade Action. As they attempt to put an end to Shredder he 
knocks everyone into an activated Matrix Translocation Beam 
sending everyone hurtling back through time. Can the turtles 
defeat the host of historic hooligans as they fight their way back to 
1992, to the final showdown with Shredder. 
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If you happen to 
have had your arm 
chopped off in a 
farming accident 
recently, then this 
rather bizarre joy- 
pad should appeal 
to you. It’s been 
designed for one 
handed players, or 
for people who are 
doing something 
else with their 
other hand (like 
eating their tea for 
example). It looks 
incredibly strange 
and indeed it is. 

The Direction 
control is on the top 
of the pad. along with 
the L and R keys, 
ell are the four fire but- 
a combination of huge 


intellects and an almost uncanny 
detective ability led us to discover that 
they were all on the bottom of the 
pad, activated by your third finger and 
pinky. 

The downside of all this 
ergonomic trickery is that you can’t 
see your buttons and after two years 
of dedicated Super Nintendo playing, I 
still haven’t memorised the button lay¬ 
out. The pad comes in two flavours, 
lovely, tasteful grey, or weird, unat¬ 
tractive perspex, completely transpar¬ 
ent and utterly pointless. 

In use, it’s not a bad little thing, 
but it seems to me that using two 
hands to control a game isn’t that 
much of a hardship. 

Of course for people with a gen¬ 
uine disability, this may come as some¬ 
thing of a Godsend. No news of a 
British version yet, but then the 
imports should already be on their 
way here. 



Hey Mickey you’re eo fine, you’re so 
fine you blow my mind. 





Arriving just a 
fraction too late 
to make it into 
this issue of 
Super Action, 
Mickey Mouse 
Magical Quest 
from Capcom, 
could just be 
one of this 
year’s biggest 
titles. 
Immediate 
comparisons 


will be drawn between this and 
the Mega Drive game. 

As far as graphics are concerned, 
the Super Nintendo version wins 
hands down. To be fair, the game 
objective is completely different to the 
Mega Drive game, but they both share 
similar platform characteristics. Mickey 
Mouse looks spectacular. 

The gameplay is bog standard 
scrolling platform stuff, but it flows 
nicely and controlling the Mickey 
sprite is a dream. There are loads of 
other Disney characters throughout 


the game, all looking exactly like their 
cartoon counterparts. At the end of 
every level, Mickey is given a new cos¬ 
tume and some new abilities. These 
costumes drastically change the way 
you tackle each level and add a great 
deal of variety to a rather staid genre. 

The animation though is the most 
impressive feature and it really is gor¬ 
geous. The way Mickey teeters around 
and reacts to his surroundings is a joy 
to behold. Lovely, gorgeous, super and 
smashing and reviewed in this very 
tome next month! 




♦ 
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Just imagine, infinite lives, unlimited energy, unlimited 
power or extra fuel/ammo. Become invincible with the 
Action Replay Cartridge for your SUPER NES ™ 
or GAMEBOY™ Console 


■ Action Replay is a powerful cartridge 
featuring its own on-board LSI chip 
specially designed to allow the user to 
effectively "re-program M their cartridges 
so they can play their favourite games 
to destruction! 

■ With its unique built-in “GAME 
TRAINER", you can actually find and 
create your own cheats for Infinite 
Lives, Power, Energy, Levels, etc. etc. 

■ Now you can play your games to 
levels that you did not know even 
existed. This is the cartridge the 
experts use . .. the average cheat 
takes only minutes. 


■ SUPER NES version of Action Replay also 
allows you to use American and Japanese 
cartridges on your UK console . . . that's 
dozens of titles available NOW! 

■ With its advanced ASIC hardware design, 
the Action Replay cartridge can react to new 
games as they appear. No need for future 
updates, no need for code books . .. this is 
the only cartridge you will ever need. 

■ No user knowledge is required at all - if 
you can play the game you already know 
how to use Action Replay. All input is via 
the joystick/pad - it couldn't be simpler! 

‘NINTENDO", GAMEBOY" & SUPER NES" 

ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


FOR THE 


* SUPER NES 

NOW AVAILABLE FOR THE Ql 

GAME mOY n L'34:sy 


TM 

ONLY 


FANCY YOURSELF AS A GAME HACKER? 


m? mm mn/nnm mpu iv cmnim you cam my play- 









NOW YOU CAN PLAY AMERICAN 
& JAPANESE CARTRIDGES 
ON YOUR UK CONSOLE . 

■ With this universal games adaptor you can now choose 
from the huge range of available US & Japanese software 
for your UK SUPER NES Console. 


anfeLU g.Tflli II■ 
■ iiiTinna ■ititiniia 


Very simple to use. 


Allows UK carts to work on US & JAP Consoles. 




* IMPORTANT 

ACTION REPLAY IS NOT DESIGNED, 
MANUFACTURED, DISTRIBUTED OR 
ENDORSED BY 
NINTENDO OF AMERICA INC. 


HOW TO GET TOUFt ORDER FAST! 


ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO. 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


24 HOUR MAIL 
ORDER HOTLINE 
0782 744707 

ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 


LONDON SHOP 222, Tottenham court rd, London, wi. tel:Q 7 i 500 6460 


BECOME INVINCIBLE M0P r POWER MORE LEVELS MORE LIVES MORE FUN BECOME INVINCIBLE MORE POWER MORE LEVELS MORE LIVES 
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PLAY NOW! 
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Editor: Frank O'Connor 

Frank has b een breaking all sorts of 
sartorial rules this month. Red 
waistcoats and baseball caps 
complemented his purple paisley shirt 
perfectly. Police were called but apparently 
there’s no legislation governing bad taste. 
What a backward country this is. 

Deputy Editor: Simon Kirrane 

A Weekender at Pontins in Southport was 
Simon’s great event this month. He 
packed his bucket and spade, got all his 
change sorted out for the arcade s and 
set off. Unfortunately it was all closed in 
down and had been taken over by wild eyed 
ravers intent on dancing. He did sob. 

Staff Writer: Steve Atherton 

You don’t ask questions with Steve, it’s 
just not worth it. He turned up with a 
parachute the other day and we just let it 
drift. Things are getting a little out of 
hand though and serious steps are being 
taken to ensure that he doesn’t bring in a 
tank or perhaps a ship. 

Art Editor: Ian K. Tindale 

Ian may look relaxed in this photograph, 
but the truth of the matter is quite 
different. He had to cycle home at four in 
the morning because Frank and Simon left 
in a Taxi and he was stuck in the middle of 
the countryside. Serves him right for 
having a birthday on 15th December! 

Ultra Arty Babe: Lisa Cragg 

Lisa winged her way to the sunny 
Seychelles, or Blackpool or somewhere this 
month. So we’ve all forgotten what she 
looks like or who she is. It doesn’t matter 
that much though as we had the foresight 
to change the locks. Byebye Lucy, or 
whateveryour name is. 

Art Assistant: Jimbob Eagers 

There’s something going on out there” 
wailed Jim rolling his eyes and biting his 
toenails. Crazed Jim was going on about 
was some weird shipment of Digestives for 
Croatia that has been rumbling passed 
the office for some days now. How were we 
to know Jim is convinced he’s a cup of tea? 


W hat a chock wetting himself over 
full of fun David Crane’s Amazing 
time we’ve Tennis for ages now. 
all been having this We’ll try not to mention 
month! We have the emergence of Jim’s 
played so many capitalist tendancies 
games our eyes are while playing IREM 
bleeding and our Skins, I will never forget 
hands are gnarled, the look on his face, 
We’d just like to “Mine it’s all mine”, 
point out a few The memorable 
smartster games that group events have been 
you should take a the lights down scare 
serious look at. your pants off session 

First up we all had a with Faceball 2000. The 
great laugh at Home Dream Team airshow, 
Alone 2, it had us in with some help from 
stitches, that is until we Wings 2 and to top it 
realised it wasn’t some all off the silly session 
■ out of time April fool with James Bond Jnr - 
i but that it was an actual where do they get 
1 game release - then we these crap games? Well, 
saw the software house T.HQ actually. 

T.HQ, well there you It was also good to 
I go. Eventually some see old favourites in the 
serious games were guise of Q Bert, 
considered and at one Populous and Kick Off. 
time Steve and Simon Then, in the nick of 
were at each other’s Hi- time Desert Strike 
i Tops with NCAA arrrived - Ian tried to 
Basketball. Lisa took a deliver a speech on 
lot of time out from twisted morals but that 
crayon pushing to get was soon canned in 
crazy with Cosmo Gang favour of another group 
and Frank has been showdown. 

„ shopping list 

Super Double Dragon . 16 

f Wings 2 . 20 

NCAA Basketball . 24 

TKO Boxing . 29 

IREM Skins Golf. . 32 

Home Alone 2 . 34 

Skulljagger . 38 

Desert Strike . 42 

_ KickOff . 48 

[ Super Batter Up . 50 

Populous . 54 

faceball 2000 . 58 

James Bond Jnr . 62 

Cosmo Gang . 64 

DBert . 74 

final Fantasy . 78 

David Crane's Amazing Tennis .82 
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aRm yOURSGLF! 

The absolute best thing about Super 
Double Dragon is the arm lock. You 
can block punches and kicks at the 
press of a button and this is very useful 
when you have bad dudes attacking you 
from all sides. If you time it correctly 
though, you’re in for a dead smart sur¬ 
prise. When a goon is stupid enough to 
punch you, it’s possible to grab his arm. 
When you have one of the bad guys in 
an arm lock you can then punish him 
quite severely for kidnapping your main 
squeeze. If you press the kick button a 
few times, you’ll kick him in the guts 
and follow it up with a rapid succession 
of neck-breaking roundhouses. Smart! If 
you punch him while 
he’s in an armlock, you 
smack his face for a bit 
and then break his jaw 
with some very rapid 
elbows. 

You can also 
throw them from this 
position, a move which 
damages them severely 
and hurts anyone else 
stupid enough to get in 
the way. The beauty of 
it is. the other bad guys 
stop attacking you while 
you give their mate a 
good kicking. Brilliant! 


gWUHM*! 


^ illy and Jimmy Lee are hard. Not just tough, 
| we’re talking bite the head off a Rottweiller hard. 
'We’re talking 600 press ups while their dangly 
bits are trapped in the fridge door. Messing with the Lee 
brothers is like smearing yourself with blood and calling 
a pride of lions a bunch of girls. The Lee brothers are 
rock solid. Hard as they are, neither of them is particu¬ 
larly talented when it comes to having relationships with 
women. Both of them have had their girlfriends kid¬ 
napped and they both go out with the same girl at the 
same time. Weird geezers! 

Anyway, their girl has been kidnapped again and they’re not 
too happy about it She was kidnapped by the local Triad gang 
who reckon she’s a saucy bit of skirt 
and no mistake. Billy and Jimmy are 
rightly concerned about her safety and 
set out to rescue her. On their way, 
they discover that the Triads have 
taken over all the local Martial Arts 
clubs. Bummer! This means that every 
kung fu fiend in town will be out to get 
them. They strap on their special kung 
fu trousers and head out into the dark 
city streets. Someone is going to get 
their head kicked in and it won’t be 
Billy or Jimmy! 


moi/ie maDness 

Remember the Teenage Mutant Ninja Turtles? Remember the 
two movies? Well, Golden Harvest, the company who produced 
the Turtles films are currently hard at work on a Double Dragon 
movie! Nobody knows too much about it at the moment, but 
what we do know is that it will be extremely violent, as Jimmy 
and Billy travel through the city streets kicking people’s heads in. 

Golden Harvest know the score when it comes to martial 
arts movies and have in the past been responsible for movies like 
Enter The Dragon, Game Of Death and just about every Bruce 
Lee film ever. It’s being filmed in America, using American actors, 
names of whom are as yet undisclosed. It’s a weird reversal of 
the normal movie licensed games but it sounds like it might be a 
right good laugh. 
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sticks anD sTones 

The good thing about bad guys in Chinatown is that they all carry 
weapons. They’re actually a bunch of sissies and hang around in 
big gangs because they know how brave and hard you are. The 
bad guys carry all kinds of pointy things to shove up your bottom 
and these include Nunchaku, Rokushakubo (a really big stick), 
knives and even grenades. If you run up to one of them really fast 
and smack him in the gob. he’ll clutch his bleeding face, cry a bit 
and foolishly drop his weapon. If you’re clever, you’ll pick it up. 

Using weapons gives you a tremendous boost in speed and 
power. You can hit the bad guys faster and harder and more 

importantly, from a safe dis¬ 
tance. Using Nunchaku is 
: Jlri f; | ; i ji : 111 easy, just twirl it around and 

i I whack them in the teeth. 

The stick involves a similar 
process of twirling and 

A . . " nmm m bashing and the knife can be 

■[““IWf'j thrown at the foolish bad 

| | guys. j^ e g rena( j es however 

I I I should really be avoided. 

II _ I they tend to go off in your 

. ■ face if you pick them up and 

it usually means instant 
J V*, death. You’ll also find that 

1 j * mm ^ • I weapons only ever turn up 
> when you don’t really need 

them. As soon as someone 
remotely hard comes on 
screen, all the weapons dry 
up and you fill your pants 
with fear. 


Sword weilding 
baddies keep 
cropping up and 
giving you nasty 
lascerations. 
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Two on to one 
might eeem a bit 
harsh but not when 
you’re as hard as 
these guys. 
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BaRFLy 

It’s time to put on your special R-Type pants because Super 
Double Dragon has a super beam up weapon type thing. It’s all 
very well being Billy and Jimmy Lee. They spend all their time 
wandering around dark city streets kicking people’s heads in. 

Everybody knows how brave and cool they are, but Billy and 
Jimmy are not happy. Their competitors, the world warriors out 
of Streetfighter have got special magic moves. Billy and Jimmy 
tried their hardest but they just couldn’t do any. Then they read 
an advert in the paper that says “Learn Ninja Magic in just two 
weeks or your money back!” It works, with just a 
little concentration and a lot of patience, they can 
build up a load of psychic energy and bend spoons 
and stuff. They can also perform all manner of 
spinning kicks, turning punches and kick ass moves. 

You do this by holding down the L and R pads 
until an bar at the top of the screen reaches its 
peak. Hitting kick or punch at this point causes our 
heroes to perform their mystical moves. It’s not as 
complicated as it sounds and a good spinning kick 
can get you out of all sorts of trouble. Hooray! 


were totally hooked, there are so 

many neat things in Double Dragon • Fr0nk O ’ Cl O I"1 PI O T 
that it’s almost impossible to list 
them. Among my favourites are the 
block, the arm lock and the energy 
bars, there’s lots to do and it all 
takes place in a detailed and attrac¬ 
tive landscape. The animation is sur¬ 
prisingly good and the background 
graphics more than serve their pur¬ 
pose. The music is very, very good. 

The tunes are brilliant remixes of the 
arcade originals, with a few new 
grooves added for good measure. 

Sampled grunts and screams are fea¬ 
tured heavily and it really is an aural 

feast, the gameplay is addictive, more complex than its rivals and long lasting in 
both challenge and appeal. Excellent stuff and a worthy successor to Final Fight. 
Doesn't quite have the comedy appeal of Sonic Blast Man, but it certainly beats 
it in terms of sheer, gripping action. An involving, refreshing and surprisingly 
complex kick ’em up. Well done Technos! 
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P_STFRT«EimCH 


I ve come a cropper to 
Mr Suit’e> flying droplock, 
if I got my energy back I 
can kick his ass. 


ILIHaTS TH€ aLTGRnani/e? 

If you don’t fancy Double Dragon as a method of stress relief, you 
might consider girls, or another beat ’em up. The list is almost 
endless. Super Double Dragon will inevitably be compared to Final 
Fight. Double Dragon is a lot deeper (if you can call a game like 
this deep) and has the massive advantage of simultaneous two 
player action. Everybody knows that they should immediately rush 
down the shops and buy Streetfighter, but scrolling beat ’em ups 
have more of an adventure element. You have a definite quest and 
a direction to follow. You tend to get that bit more involved. 
Rushing Beat is very similar, but probably inferior. Ranma is a two 
player one on one beat ’em up with a hint of comedy and its 
tongue very much in cheek. It all depends what you want 
from a game. If you like the idea and it scores well on techni¬ 
cal merit, make a decision based on those factors. 
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KEEP OUT!! 

k \\v\^ 


T his little beauty starts off as a 
rip-roaring, mega punch up. 
You have lots of smart moves, 
kick lots off ass and can even pick lots 
of dodgy weapon?. All the elements of 
video gaming that concerned parents 
go nuts about. Then after a while*, 
once you've kicked about 50 asses all 
around the screen it all starts to get a 
little tedious. You can trounce the 
opposition quite easily - which is a 
dissapointment because everything 
else: graphics, sound etc is dead 
smart. Also you can make* the lads 
dance still, this does not a smart game 
make. I got bored and the game was 
completed in a very short time. 
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P ip, pip! Chocks away Ginger! World War One, 
the last gentleman’s war. All handlebar mous¬ 
taches and honour. None of that Nazi business, 
even the Germans were nice blokes in those days. It was 
nice to have an enemy you could trust. Of course, the 
most glamorous aspect of the first World War was the 
flying corps. 

Biplanes were the thing in those days. Wood, wire and can¬ 
vas jalopies, barely capable of getting airborne and only a short 
step away from the Wright Brothers first effort at Kittyhawk. 
These biplanes were fitted with ancient Gatling guns and very, 
very primitive bombs. A single FI6 in those days would have 
completely won the war. As it was, biplanes trundled around the 
sky, blazing cannons and very poor manoeuvrability. 

There were great heroes in those days, both on the ground 
and in the air. Tank drivers were safe as houses and trench sol¬ 
diers stayed in their trenches. It was a dangerous life being a 
biplane pilot but the fact was, they got all the birds. 
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I hope you’re proud 
of yourself. 

Your poor performance 
has earned you a 
dishonorable discharge. 

Slink back to the hole 
you came from. 

Dismissed. 


kit up ano TaKe off 

After a successful mission, you are given the chance to improve your skills and your 
aircraft You are given a finite supply of energy and you have to transfer this to the 
four attributes you have at your disposal. By selecting the right bar, you can transfer 
this energy to the various attributes you have at your disposal. These four affect the 
way you fly, the way you shoot and the way you get shot. It goes as follows: 

FLYING increase FLYING and your turning circle gets faster and 
tighter and you’ll find it easier to pull out of those often fatal stalls. 

SHOOTING: bumping up the SHOOTING bar adds to the distance 
you can actually shoot. A full shooting bar allows you to blast anything 
visible. It also vastly increases the accuracy of those shots, very useful for 
those close encounters. 

MECHANICAL: although it sounds pretty dull, this actually 
improves everything. Your plane gets faster and your machine gun can 
fire faster. A fully topped up MECHANICAL bar creates a plane of fairly 
horrible deadliness. 

STAMINA: your Stamina bar is probably the easiest to ignore. It 
allows you to take a few more hits than normal and it means you’re less 
likely to get wasted by enemy flak. Mind you, a single direct hit is all it takes 
to land you in the dirt. 




so 
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If you happen to screw up a mission in an embarrassingly futile fashion, the high 
command will make damned sure you know about it. A typical botch job would go 
something like this: you’re heading towards a bombing target, it’s right in front of 
you and you can’t possibly miss. However, out of the corner of your eye you happen 
to spot a particularly pretty Lupin, your favourite flower. As a result, you completely 
overshoot the target and go careening into a bush. Wings buckled, flaps asunder you 
manage to limp home. 

On return, your commander is not impressed. He gives you the chance to go 
and try it again but the price of a second failure is heavy. Demotion to a lesser rank, 
or a dishonourable discharge. Succeeding first time is the key to going through the 
ranks. If you want to be a wing commander, you’d better be bloody accurate. 



2nd Lieutenant 
Marcel LeBlanc 

& 4 


;--vjs— 

SELECT YOUR PILOT 

f9 Marcel LeBlanc 
Sean Maloney 
John Hargreaves 
Charlie Oerter 
Lawrence Wolfe 


2nd Lieutenant 
Charlie Dexter 


2nd Lieutenant 
Marcel LeBlanc 


* 


An American flying 
for the R.A.F. 

Born to fly. Charlie 
can outmaneuver a hawk. 


Left Canada to fly 
for the R.A.F. 

His uncanny marksmanship 
reflects a keen 
interest in hunting. 


2nd Lieutenant 
John Hargreaves 


2nd Lieutenant 
Lawrence Wolfe 


I don’t Know what you 
think you were doing 
up there Mister, but 
this isn’t flight school. 

Get back up there and 
complete your mission. 

Foul up again and you’ll 
be scrubbing floors. 


A burly factory worker 
from Manchester. 

John is tough as a bull. 



A West End socialite 
looking for glory. 
Wolfe's talent is cutting 
a swathe of destruction 
with his Lewis gun. 


2nd Lieutenant 
Sean Maloney 

r» 


Young Irish lad who 
started as a mechanic. 

A wizard with machines. 



aT Home in the aeRODRome 

base camp and the source of your promotional problems 
the aerodrome. Everything happens here, from mission 
debriefing, to the awarding of medals. The Ready 
Room is the last stop between home and aerial com¬ 
bat. From here, you jump straight into your plane and 
reach for the skies. 

The Barracks are where you find the pilots sitting 
around smoking and acting hard. You can choose your 
favourite flyer from here and you tend to stick to one 
in particular. I preferred the French-Canadian bloke. If 
you go to the Review Records room, you can check 
all your pilots statistics, his name, rank, number and all 
the good bits like his Stamina and stuff. In practice 
however, you tend to skip all that and flick straight to 
the Ready Room. Chocks away and all that! 
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John Hargreaves 


I SEE no DOGI 


Dogfighting is the most famous aspect 
of aerial combat. Man against man, 
machine against machine. It’s a battle of 
nerves and a cool head is the secret of 
success. It's usually one on one and it 
can be terrifying. The bad guys have 
varying degrees of skill and can often 
have better attributes than yourself. 

There are loads of stunts and 
tricks you can perform while in the air, 
to fool and bemuse your opponents. 
You can roll to avoid cannon fire, pull 
up and stall to let them overshoot or 
just plain attack them. One thing you 
have to avoid though, is shooting at 
them before they’re in range. This 
alerts them to your presence and the 
bad guys suddenly get clever. 

Sneak up on the blighters and let 
them have it, machine guns blazing. 
When you have a fully souped up air¬ 
craft and three bandits on your tail, 
dogfighting is easily the most addictive 
of the various missions. Dead cool, the 
only thing that’s missing is a set of gog¬ 
gles and a big fat cigar. 
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BomBS away CHapsi 

Bombing is totally different from dogfighting. For one thing, the 
perspective changes. You view the action from directly above as 
the screen scrolls vertically. You can move higher and lower as 
you desire, with the screen scaling accordingly. You can drop an 
unlimited supply of bombs from either wing and hitting the tar¬ 
gets is a lot harder than it sounds. You are shown an aerial pho¬ 
tograph of the target and you have to stay on path and destroy 
the blighter. All the way to the target though, the air is filled with 
smoke and flak from ground based guns. 

Destroying these guns adds to your score and the overall 
judgement of your mission’s success. The targets vary from mis¬ 
sion to mission and include bridges, trucks and buildings. If you 
miss first time, you will get another chance, but only sissies miss. 




:*•; M ings 2 is spectacular. It's 
Jj $] V sort of like Pilotwings 
Mf with a little more adren¬ 
aline and loads and loads of gun¬ 
fire. The way the missions are struc¬ 
tured gives the game a lot more 

variety than initial impressions * ' T 3 n k O ConnOT 

would suggest. The use of mode 
seven is something that has to be 
done very carefully and hats off to 
Namco for doing just that. The 
impression of space, depth and 
three dimensions is excellent. The 
sprites have been extremely well 
designed and animated and as a 
result, scale perfectly with the . 
backgrounds they inhabit. It fooks 
gorgeous, when you get close to a 
plane and check out the detail, 

you'll know exactly what I mean. The music is stirring and militaristic, very 
reminiscent of the Star Trek movie themes. It's not perfect and its long term 
appeal is questionable, but you'll come back to it again for a short burst of 
dogfighting or bombing run over German soil. A neat and attractive game 
that should attract a very wide following. Very, very nice indeed. Brmmm, 
acka, acka, acka! Bandits at thr&e O'clock! 


Frank O’Connor 
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B eing a total 
and utter 
dedicated fan 
of anything to do 
with flying I thought 
this offering was a I 

damn good effort and 5t!QL/Q 3th0rtOn 
by jove it simulated 

the trusty crates of the 'Twenty Minuters* through and 
through. Strafing the old Huns proved a tad tricky but unload¬ 
ing half a ton of mish mash on their best munitions factory 
soon cheered up the boys at home. Graphics are solid, game- 
play smooth and the variety of missions me^ns this game got 
the squadron salute. There can't be many games that allow a 
role-play of anything from American to West End socialite so 
full marks and watch your six. # • 





T- V ■> F-T 4 

► dfa -j| 

The aerodrome is an 
empty sea of mud. 

Of the squadron onLy the 
rotting hulks of wrecked 
planes remain. 

The utter defeat of 
a squadron. 


Please try again. 
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D uring the last Olympic games, all over Europe 
the sound of gnashing teeth could be heard: the 
American Basketball squad had arrived and they 
were as unbeatable as a concrete egg. 

In the time it takes a journalist to turn on an Apple 
Macintosh they were named The Dream Team and they soon 
delivered - reducing all the other teams to gibbering wrecks. 

Michael Jordan (the Nike millionaire) who has been timed in 
the air for 18 and a half minutes, Larry Bird the Boston Celtic’s 
superstar and Magic Johnson, whose name refers to his skill on 
the court rather than his erstwhile sexual prowess. This holy 
moley trinity, wowed us all with their devastating skill and won 
gold in a match against a team made up of the whole of the rest of 

the world (69,300,000,000 
players approx). Alright, 
I’m employing hyperbole 
but the point is: The 
Dream Team renewed 
interest in Basketball the 
world over because for¬ 
merly all we thought of 
when basketball was men¬ 
tioned was getting sweaty 
and bruised in games. Now 
it’s the Sport of kings. 
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nice moi/ 6 R 

NCAA Basketball is a real rollercoaster of a game....You play as a college team trying 
to work your way through your league to end up a sweaty first so that you will be 
accepted for the ‘final four’ who play it out to decide who is the overall champion. 

Well that’s the idea but in practice you might well find it’s all a little different The 
main aim of the game, as far as I was concerned, was to play two player, gain a suffi¬ 
cient lead and then show off. 

The chance to show off in this game comes pretty regularly and makes you look 
as smart as my new pants. Listen to this, Two-handed dunk’ ooooh, don’t hang up get 
a load of ‘Hang-time dunk’ waaaay, just one more, get ready... ‘One-handed sky dunk’ 
yeeeahhh! How much sex do those words represent, and even more, how cool do 
you think it would be to actually pull off those moves. Well listen, even if you’re as sad 
and unfit as me then you can pull off moves like this with NCAA Basketball, wow. 


2H 


januaRy -93 
super acnon 



















Hicks is on the ball, he 
feints left, he feints 
right. He shimmies, he 
jives, he shoots, he 
scores. Rah! 


STaRS TT GRIPES 

There have been problems with 
American sports conversions in this 
country, mainly because the American 
public loves to snuggle up to its favourite 
sports and wrap themselves in indeci¬ 
pherable and incommunicable rules. 
Basically, if you don’t grow up with these 
games then you might as well forget it, 
you don’t learn Baseball you soak it in. 

Luckily though, this is not the case 
with Basketball, now I’m not saying it’s 
easy as pie, and you might not under¬ 
stand it all from the start but neverthe¬ 
less you can start playing this game while 
the cart is still hot from the shop. You 
don’t have to approach the manual 
straightaway, if at all. 
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you GOTTa be a 
TEam PLayER 

The Arkansas Razorbacks, now there is 
a team and a half - I’ve played as this 
team for the whole of the time that I 
played this. 

There is a guy who plays as centre 
for this team called Hicks, and you might 
not believe me but this chap is god. He’s 
so tall and smart that whenever he’s in 
the oppositions court then you’re guar¬ 
anteed points. He muscles past all the 
other players and slams that sucker 
home, well you know what I mean. 

This is the sort of mood you get 
into though. You play as one team and 
before you know it you know the full 
gen on each individual player, his height, 
weight, score average, sexual disposition. 
Along with that you also know how they 
perform on the court, whether to risk a 
long shot with them, whether they can 
steam through ahead of the field - all 
this stuff. As the game ticks by your play¬ 
ers get progressively hot, and then tired 
and eventually weak. After a while you 
can read this through their game play. 

It is such an interactive game in this 
way and it’s not a trainspotter thing it’s 
more to do with the fact that you want 
to win and the more you know the bet¬ 
ter your chances. 

















Release the ball 
when the arrows 
over the basket to 
get the points in. 


S mart. The amount of fun 
that you'll have playing with 
this I would like to think is 
endless. In two player mode the 
panning you can give your pals is a 
real ego boost and when you play a 

league then you can mess with the • 5 I fFI O PI K i T T 3 n 0 

statistics and take players off when 
they get tired or introduce your 
best long shooters and so on. Still 
though I do have a nagging doubt, 
playing through the league, can be 
quite a struggle and not a little dis¬ 
heartening. I don't care though. I 
won't allow one measly doubt to 
bring down this smart game. I hate 
sports . I hate fit people. I love turn- L 

ing off the tele when there are L 

sports being played thereon. But I 
love this game and that's what (founts. If your collection is lacking a good 
two-player challenge then this will quite edsily slot in there. 
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1-2-Z Zone Defense 
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Get those stats 
out of my face., lis¬ 
ten. if you don’t 
want ’em you don’t 
have to have ’em. 


Press Start to fyigm £a«e 
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LaRGG ORGan 

Every time you make a steal in the game, 
that is take the ball off the opposition 
this bloody great organ sounds out. Dun 
dun derder, dun dun derder, on and on 
and ooh it’s annoying. Apart from that 
the sounds are great and the effect of 
trainers squeaking on the court floor is 
topper than a topmost thing. The refer¬ 
ee call the fouls out and can be a little 
difficult to understand, unless you’ve 
studied mumble-ese. 

Graphicly everything is perfect even 
down to the way players hang in mid air 
when they dunk. At first the screen 
rotation that occurs around the baskets 
is confusing - mainly because although 
your point of view changes your player 
stays exactly how he was, a pretty surre¬ 
al effect. Still, once 
you’ve gotten used 
to it then you’ll find 
you stop vomiting 
on the screen. 


OUT OF HOUNDS 
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Call Tint Outlll 
UI«M 

Chant* Plaupri 
T tan Options 


It’s that man Hicks 
again, I got so 
attached to this 
guy - I’m still living 
with the rumours. 


4 B»cftc to th* Gan* 


Tin* Outs ftertamm?: 3 


Arkansas 

Razorbacks 


• Hint PtsKtbPF Status 

P6 

G 13 Ktlbaugh 4 O 1 Frash 

F 35 Bruanan 2 IB Frash 

PF 33 Lapin* 2 B B Frash 

C 3B Micks 6 B 2 Frash 

__ PPG BPS 

l «KUir ‘i:| M L KV.R- 

F ^3 O*opa 2.5 4.1 B Frash 

G 13 OiMhont 3.9 l.B B Frash 

F 42 Davall 3.1 €.1 B Frash 

F 31 Soft 2.6 1.6 B Frost* 

F 40 Mar c ov 2.6 2.B B Frost* 

C 33 Stcinnat 1.6 l.S B Frash 

Choos* th* plater to put in. 


Tean Options 


a SiiHrth Defender on Pass 
X Don't Gtiilch on Pass 

•asthraak 
K Don't Fastbr*ai< 

Crash th« Roardn 
X Don't Crash tha Boar ds 
- Back to Coach Screen - 


HypeRReaL 

The American fascination with Basketball is incredible, at the 
moment one of the most glamorous events you can attend is an 
LA Lakers game. Such is the hype that surrounds them that when 
you got there you might well find yourself rubbing shoulders with 
Jack Nicholson or Micheal Douglas. Pie in the sky yanks, don’t 
they make you sick. 

Along with turning this simple sport in to a style thing they 
have also ‘elevated’ it - through Magic Johnson’s aids tradgedy - in 
to a political event, whereby he has been sitting on government 
committees, walking out and general¬ 
ly not acting like a sports star. The 
latest chapter in these events has 
been the return of Johnson to 
Basketball and his subsequent ban 
from the game due to complaints 
from other players concerning the 
risk of catching aids during the game. 

Perhaps this will all calm down and 
the fans of the game will be able, 
once again, to witness good sport as 
opposed to press hysteria. 


KgimjLlQljr 


Stei/e at Merton 


D espite forking out for some 
really expensive trainers 
mine refuse to make the 
squeaky noise % that features so 
prominently in the gome. Despite 
this small let down the game is brilk 
and tops. We spent ages and ages 
and ages playing xhis and are now 
able to recite "we wil we will rack 
you" in our sleep.Best sports sim 
I've played in ages so forget the 
Nike and buy the cart. 


Arkansas 
Razorbacks 
Coach's Screen 
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TECHNO HOUSE-LOW LANE-HORSFORTH 

LEEDS LSI 8 4 DF 
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TM 


NO PURCHASE NECESSARY JUST CHECK IT OUT RE10W! 


MEGADRIVE 
PAL + sonic 


£10999 


VS SUPER NES 

+ MARIO IV 

SCART 


£11999 


NEO-GEi 

PAL OR SCAR 


£239! 


MEGADRIVE 


AUSIA DRAGOON . £33.00 

BARE KXVCKLES . £32.00 

KID CHAMELEON . £34.00 

QUACK SHOT . £26.00 

SOXIC HEDGEHOG . £26.00 

BUCK ROGERS . £37.00 

JORDAX VS BIRD .£30.00 

PGA GOLF . £34.00 

JOHX MADDEX . £32.00 

MAGICAL HAT. . £15.00 

RAD O ME N . £31.00 

GHOULS d GHOSTS . £29.00 

GOLDEX AXE U . £30.00 

MERCS . £33.00 

ROAD RASH . £34.00 

TOKI . £32.00 

OLYMPIC GOLD . £33.00 

D. ROBINSON SUPREME COURT . £35.00 

EA HOCKEY . £32.00 

F-22 .£37.00 

SPIDERMAX . £27.00 

J.MOXTAXA SPORI'S TALK FBALL....£32.00 

SUPER SHLXOBI . £23.00 

STRIDER . £24.00 

FI CIRCUS . £37.00 

HELLFIRE . £21.00 

SHADOW OF THE BEAST. . £29.00 

TOE JAM dr EARL . £25.00 

SPLATTER HOUSE U . £37.00 

GVNOUG . £16.00 

PIT FIGHTER . £32.00 


MEGADRIVE 


ALIEXSIU . £36.99 

ARCH RIV ALS . £34.99 

ATOMIC RUNNER . £34.99 

TAZMANIA . £35.99 

TEAM USA BASKETBALL . £35.99 

SPORTS TALK BASEBALL . £42.99 

CVRER COP . £39.99 

AQUATIC GAMES . £32.99 

DRAGON S FURY . £33.99 

TEST DRIVE D .£35.99 

DUNGEONS d DRAGONS . £42.99 

GALAHAD . £34.99 


GREEN DOG . 

....£33.99 

LEMMINGS . 


VLARBl F MADNESS . 

.£29.99 

NHL HOCKEY 93 . 

. £39.99 

OLYMPIC GOLD . 

. £34.99 

PREDATOR 11 . 

.£34.99 

ROLLING THUNDER II . 

.£39.99 

BART VS SPACE Ml TAMS . 

.£34.99 

SI IMF WORLD . 

. £34.99 

SOL-DEACE . 

.£42.99 

STEEL EMPIRE . 

.£33.99 

SUPER MONACO GP11 . 

.£33.99 

SUPER VOLLEYBALL . 

.£21.99 

TASK FORCE ILiRRIFR . 

.£31.99 

THUNDER FOX . 

. £35.99 

WINTER CHALLENGE . 

.£32.99 

W ORLD CHAMP SOCCER . 

.£29.99 

Y S III . 


ABRAMS BATTLE: TANK . 

. £36.99 ■ 

BULLS VS LAKERS . 

.£37.99 

CALIFORNIA GAMES . 

.£33.99 

DESERT STRIKE . 

.£33.99 

EVANDER HOLYFIELD . 

.£34.99 

PTTFIGHTER . 

. £36.99 

ROBOCOD . 

.£34.99 

SPEEDBAI.L 11 . 


WONDERBOY IN MONSTERLAXD. 

. £36.99 

WWF WRESTLEMANIA . 

.£34.99 

PACMANIA . 


FUN1STONES . 

. CALL 

CORPORATION . 


BATMAN 2 . 


GADGET TWINS . 


SONIC II . 


Cf AMI COM 

JAPAN J 

AXELAY . 


LEMMINGS . 



Tl RTLES IN TIME IV . £43.99 

PAROD1US .£43.99 

WWF . ......£39.99 

SUPER .MARIO KART . £44.99 

STREET FIGHTER II . £55.00 

MAGIC SWORD .£37.99 

AREA 66 . £32.00 


EAMICOMISED . 

GHOULS dr GHOS TS . £23.99 

FORMATION SOCCER . £23.99 

GEOMAN THE WARRIOR . £23.99 

F-ZERO . £19.99 

MARIO 4 . £19.99 

FINAL FIGHT . £19.99 

SUPER R-TYPE . £19.99 

GRAPH'S IU .£19.99 


FOOTBALL FRENZY . £110.00 

ANDRO DUNOS .£1 15.00 

SOCCER BRAWL . £99.00 

HOBO ARMY . £99.00 

FA TAL FURY . £115.00 

MAGICIAN LORD . £66.00 

xsT pilot -aau*o 


GHDl 

( < 


GAME ROY 


ll&A 


J 


CSHPEH i\LS & 


BLUES BROTHERS . £21.00 

STAR TREK . £22.00 

ADVENTURE ISLAND . £22.00 

KICK OFF .£20.00 

BEETLE JUICE . £20.00 

II 11/ WRESTLING 2 . £22.00 

Rill IGHTER . £22.00 

DRAGON S I MR . £22.00 


SUPER CUP SOCCER . £36.99 

TOP GEAR .£37.99 

RAXMA .£42.99 

CASTLEVAXIA IV . £35.99 

DINOSAURS . £41.00 

SUPER BOWLING .£39.99 

RPM RACING . £35.99 

GRADIUS III .£33.00 

HOOK .£44.00 

PRINCE OF PERSIA . £43.99 


STREET FIGHTER II . £49.1 

SUPER MARIO KART . £42.99 

ACTRAISER . £37.00 

WORLD LEAGUE SOCCER . £33.00 

ZBLDA III .C3&90 

LEMMINGS .£39.99 

PILOT WINGS . £37.99 

SIM CITY .£37.99 

IXBI If.£47.00 

Kr\-BLOOEY . £41 AH! 

MYSTK \i ninja . £39.99 

SUPER PLAY ACTION FOOTBALL .£39.99 

RACE DRIV'IX THQ .£41.00 

RAMPART . £41.00 

R()H(X f)P 3 . £44.00 

BART'S NIGHTMARE . £42.00 

SUPER OFF ROAD .£3.9.95/ 

SUPER WRESTLEMANIA . £41.00 

THUNDER SPIRIT . £41.00 

TOP GEAR . 

TURTLES TV . 

SPIDERMAX. .£42.00 

OC T OF THIS WORLD .£43.00 


Cgame gear uQ 


BATMAN .£23.00 

GADGET TWINS . £22.00 

OLYMPIC GOLD . £24.00 

is ii mx. £24.00 

SPIDERMAX . £24.00 

OUTRUN EUROPA . £24.00 


HARD WARE J 


GAM EG EAR . £65.00 +PdP 

GAMEBOY + TETRIS . £64.00 +PdP 

GAMEGEAR + COLUMNS . £69.99 +PdP 

MEGADRIV E SCART . £94.99 +PdP 

PC ENGINE SCART .£94.99 +PdP 


NEO-GEO 


KING OF THE MONSTERS II . £120.00 

BA8BBAU STARS II . Lii5.no 

LAST RESORT . £110.00 

SI ’ PER 6 MAN .£99.00 


OR £19.50 J 
OCKAWH 1 


Our premises are bulging with games, so if you don't see what you want do not despair Just calll All tostal orders and credit card purchases will be 

\y<.. ■ I . I fti I — - 


. you the same day. All prices subject to change and availability. Post and packaging - Games £1 
4 


Handhelds £5 - Consoles £7.50 


) AS MENTIONED ABOVE. WE ARE GIVING AWAY 3 NEO GEOS THE MOST 
ADVANCED GAMING CONSOLE THE WORLD HAS SEEN AND YOU DON T 
EVEN HAVE TO BUY ANYTHING TO ENTER. - EVEN If YOU RE NOT 
ORDERING STILL COMPLETE THE ORDER FORM OPPOSITE WITH YOUR NAME 
fir ADDRESS AND TELEPHONE NUMBER. TOGETHER WITH YOUR ANSWERS BELOW. 
BELOW ARE THREE PHOTOS Of NEO-GEO GAMES IN ACTION WITH CHOICES ABOVE. JUST 
INDICATE WHICH GAME YOU THINK THEY ARE. E.G.. If YOU THINK PHOTO 2 IS NAM 75 THEN 
PUT A IN THE BOX BELOW THE PHOTO. 

SEND YOUR ANSWERS TO US AND THE SEXIEST CONSOLE IN THE UNIVERSE COULD BE YOURS. 


ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 
LEEDS LSI8 4DF 

Please rush me the following 


NAME 


CUT HERE^ 


ADDRESS 


POSTCODE 


TELEPHONE NO. 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY. OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZABjHOURS: 9am-7pm Mon-Fn • 9am-1.30pm Sat. and Sun. FAX NO: 0532 586523 


A ninjA COMBAT A NAM 75 A FATAL FURY 

B FOOTBALL FRENZY B KINO of the MONSTERS B MAGICIAN LORD 



ITEM 

PRICE 

POST/P 

TOTAL 

























. . /Dn . GRAND TOTAL 

Please make cheques/PO s 



Credit card number 


Expiry Date 


□ □ C 

Cheque Credit Card Postal 



pavable to ZAP 


Post and oackaaina - Game* il - Handhelds £5 - Consoles £7.50 
























































































































































































































ome on, we’ve all seen them now, we've all marvelled at how 
each and every magazine hates them. Boxing. Yep the traditional 
abuse of two consenting males kicking the crap out of each other 
for the pleasure of others. 

Needless to say translating the blood, spit and sweat onto the trusty console 
has not been an easy task for the humble programmer with classics such as George 
Forman lining most domestic waste bins. 

TKO or Technical Knock Out is the latest 
offering and promises more than ever 
before, from world victory to a spot on 
Crosswitts with Lennie Bennett. Take to 
the ring with those huge shiny shorts in 
weird colours that have nothing to do with 
the nationality and put on a pair of gloves 
with a horseshoe tucked neatly away out 
of sight and lets explore the wonderful 
world of the casualty ward. 
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januaRy *93 
super acTion 


Combination punches 
are by far the best way 
of destroying your 
opponent, extra power 
is obtained by increas¬ 
ing your punch bar. 
Thump real hard or eat 
mat in a serious way. 


With eyes like that these 
two are not going to be 
passing any drug tests I 
can tell you. Maybe 
they’re just concentrat¬ 
ing on that girl’s bum. 





























L/aseune ano bi ts of cottoh iuool 

TKO Super Championship Boxing promises it all. Eye of the Tiger and all that. Just 
reading the intro fills you with a sense of aggression not felt since Frank Bruno start¬ 
ed advertising HP Sauce and being a bit witty. Control seems easy enough and the 
combinations of buttons to be pressed is about right leaving feeling and a distinct 
lack of numbness in the hand. 

No more up-left-right-A-Y-right-right just to keep still. Nice to see too the abil¬ 
ity to walk around a bit and more importantly run away sharpish at the first sign of 
trouble and possible facial bruising. 

Don’t forget too clinching has been 
included so now be like the loud 
mouthed stars of the ring and give each 
other huge big girlie hugs. Leaning 
against the ropes is an open option too 
so don’t forget to bounce enthusiasti¬ 
cally before your face makes contact 
with the mat. 




Frank O’Connor 

. ■hat a noble art boxing is 
■ I land yet what sad treatment 
^Bvthe sport gets when con¬ 
verted to the small screen. There has 
yet to be a simulation that captures 
the speed, grace and fluidity of box¬ 
ing and unfortunately, this game does* 
nothing to repair that problem. TKO 
is a reasonable ansd sometimes enter¬ 
taining game, but it’s just toa slow 
and dull to maintain any lasting inter¬ 
est. The graphics are reasonable and 
the sound is good, but the overall 
effect is less than impressive. Better 
than George Foreman, but that's* 
about all. ' 


MINNER 








% % 


SELECT YOUR OPPONENT 


§jg ********* * 

# 

SB***** 


********* 

"ROCKY JOHNSON 

"Very strong. 

with great 

stamina, but 

be Moues slot*. 


SELECT YOUR OPPONENT 


********** 


********** 


as ******** 


I HONRS “THE RNIURL MITCHELL 


SELECT YOUR OPPONENT 


I******** 


I******** 


3 ******* 


JINNY ”THE JOBBER- PINELLR 

"Jabs a lot to the head and 
body. * 


Should you defeat the challenger then a 
fate worse than TV humiliation awaits- the 
gym. Training for your next button blur¬ 
ring contest means putting in the hours on 
your skipping rope and various other devices. Each discipline boosts the speed, resis¬ 
tance. power and stamina of the character essential if you are to survive what will end up 
being seven round contests. 

Digitised piccies prompt each stage and are really quite nice with good samples and 
the odd swimsuit clad bit telling you the round numbers, not all that distracting admitted¬ 
ly but anything’s better than the sight of a sweaty individual cleaning the contents of his 
stomach and mouth out into a bucket held eagerly up to him. Pass the smelling salts and 
back into the thick of it all again, ankle high laced boots and all. 
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januaRy *93 

super acTion 












Rar 


ROl/GR 




The whole cart is not only dedicated to beating up a series of bulky unknowns, there 
are options to relive old grievances with your best mates in a head to head free for 
all or just practice your skills against selectable opponents. 

These selectable monsters range from Johnnie “The Rabbit” Murphy to 
Thomas “The Animal” Mitchell perfect guests to take into the ring or just share a 
coffee or two in the local Happy Eater. Championship selection means a series of 
bouts over four to seven rounds competing for the world title. Win and you get to 
fight another day with another pedigree fighter. Between rounds 
constant advice is given by your trainer who bears an uncanny 
resemblance to Walter Matthau and seems to tell you things 
you might already have suspected like “punch him” or “ try 
dodging the blows”. At least with all that hostile enthusiasm 
someone is on your side so pay attention and concentrate 
on the combination punches which seems the only way to 
defeat some of the opponents hell bent on your downfall. 


Your ultimate aim 
after all this training 
is to defeat fellow 
boxers alike and steal 
what they keep their 
trousers up with. 


"BRUISER" MR T THE US 

"Very strong puncher in 
close!" 


I flhy keep all this going? 
jg » Iwhat's the point in wasting 
valuable research time on a 
crap concept like boxing. I mean 
Baseball doesn't work too well but at 
least there is some scope for graphics 

and gameplay. If all boxing sims were • StGL/ 0 3 th0Tt O PI 

lined up for inspection which one_ 

could you choose? Personally, I’d give 
all of them a very wide berth includ¬ 
ing this one, but pinned against the 
wall with Lennox advancing fast mut¬ 
tering about goings on with my 
mother it’s not all that bad after all, 

I mean after all there are plenty of 
options to choose from and you can 
easily win in the first bouts. Training 
improves the chances of the ultimate 
belt for the mantelpiece and learning 
the annoying phrases like “sting like 
a bee” no doubt helps prestige in c^y 

to day life, to sum up, not bad, not good, bi^t not bad. Now where the hell did I 
put my baseball bat? * % 


Stei/e atherton 


<>GRaPHI 

u sonics_ 70 % r 

GamePLay_7E% 4 
'.asTaBiLiTy...69% > 

man 


70% i 
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super acnon 
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There \e a touch of the 
eweaty palme when you’re 
putting for $10,000. 


T he ruin of a good walk some smart arse dubbed it, a good excuse 
to bomb around on those little electric buggies more like. If 
battery based frolics seem right up your alley look no further than 
the IREM Skins Game. 

No, this coin-op conversion is not concerned with dubious activities in the 
darkened corner of a night club, more a chance to create some serious revenue on 
the golfing circuit, at the expense of either computer generated Faldos or even bet¬ 
ter, your poverty stricken mates. 




insTarrr sai/ER 



1 2^1 



: 



Utl 



Before loading the golf clubs and picking the most tasteless woolly club cosies, plus 
fours and a silly cap you may choose the format of play. Options include the Skins 
Game itself - playing for fabulous amounts of wealth, the lowest score for each hole 
scooping the pot ‘skin’ Bonuses apply for nearest the pin, winning four in a row and 
on special occasions ‘in the cup’ under par. 

Further variations of a theme extend to Match Play and Stroke Play mode, both 
based around the more traditional method of play. Choosing your alter ego is the 
next task of the day, each player character you might choose having different charac¬ 
teristics, which unlike a lot of games seriously effects the outcome of each shot. 

Once accomplished, take to your waiting helicopter and view the course from 
way, way above, taking particular time to ponder the strange attributes of the water 
traps and how these Americans park their cars in such amazing symmetry. 



LIQUID GOLD 

At first the tee off screen seems far too complicated, flags, arrows little pictures 
of balls but in use it works really well, all the crucial info is present including an 
especially helpful icon in the arrow on the course map indicating a good path for 
your Dynaflite to take. Once your direction has been selected let fly - FORE! well, 
not quite. You are a professional, so an educated choice of club would help. 

The computer makes a pretty shrewd guess as to your requirements and most 
of the time this is the best course of action. FORE! Naaa. Once more selection 
narrows the gap between you and the sand, water, rough, spectators and such like. 

The bar on the left, looking much like something the Doctor would make 
you roll over for is the spin bar, affecting the bounce and roll of your trusty 
white. Not an utterly useless concept but handy when taking on the green and those 
times when you might not quite make the pin and a touch of follow through or 
backspin is required 
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ECTION 


SHaRe accounT 

Making contact puts the ball, with much skill and decision, either on the fairway, or 
more likely behind a tree, next to the water and deep in the rough. Traps and obsta¬ 
cles are vital in any frustrating pastime so golf, it would appear, leads the field. 

At first the sandtraps seem unobtrusive, almost pointless but when you start 
to position the ball exactly where you want it for a perfect chip shot onto the 
green their importance in the progress of the game becomes all to apparent. 
Deep, bottomless sand, the effect of which gives your club a range of about three 
centimetres. Oh, and don’t forget to rake the bunker after use - assuming you left a 
few grains behind. 

Landscape designers have left their mark on each of the holes by planting trees 
as obstructions. These coniferous maladies do their best to block your progress to 
the green so on occasion you are left with the only option of chipping onto the fair¬ 
way (where you should have been in the firstplace) or adding a bit (sometimes a hell 
of a lot) of curve into your shot. This is achieved by altering your stance allowing 
your shot bend to either the left or right or as Peter Ellis would say ‘outstanding 
hook and slice*. 






i=£TV 


HZTTHI 


T he gameplay is very arcade 
like, meaning Skins is a 
game opposed to a simula¬ 
tion which is a damned good thing 
when you consider the devices past 
offerings have used to determine the 
outcome of the ball. Club selection is • 
swift, manipulation of the ball within 
the bounds of human beings. The 
sound is a little obtrusive with eleva¬ 
tor music accompanying the players 
around the course, effects applied 
only at relevant moments. The only 
drawback for longevity is the pres¬ 
ence of only one course, for the first 
tournaments presenting quite a chal¬ 
lenge but later only the wind would 
seem vary and even that tends to ’ 
remain kind of constant. 


5tei/e atherton 


iRan^s....... 

u somcs. 

GamePLay..... 
.asTaBiuTy, 


89% 


The aim of the game is to 
get the white ball near to a 
flag then bury it in the hole. 
But then you knew that. 


BRinKs maTT 

The green is represented from above, in glorious 3D and seems 
to be a direct descendant of a crazy golf course with more dips 
and curves than I’m sure exist on most championship challenge 
course greens. 

Control is now reduced to direction and power, taking into 
account the well formed contours, the slope direction arrow and 
your obligatory use of a putter. A crisp sample heralds the disap¬ 
pearance of the ball with applause only for a birdie or better. 




Hours of meaningful 
fun is rewarded by a 
nice picture of a 
dragonfly perched on 
a piece of wood. 


THE IREm 
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| t*s Christmas time and that little brat Kevin has gone and got seperat- 
ed from his parents again at the expense of both our patience and 
THQ’s ability to turn a non-exsistent plot into a pile of crap for the 
SNES. Watch in awe as our little chirpy hero traverses New York con¬ 
quering various obstacles and solving some pretty head-scratching puz¬ 
zles to finaly meet up with his family. 

Hot on his trail are Harry and Marv, (remember them?) they have gone and 
phoned their best mates in their huge gang to come and get you as well, so grab 

your controls and take 


a deep breath as THQ 
take you into the 
deadly streets of New 
York for a little 
Yuletide fun. Your 
parents are worried, 
the police are scared 
and every burglar in 
Manhattan is terrified. 
Go for it, the future of 
pre-pubescent brats 
everywhere is in your 
hands. Just make sure 
you remember to 
watch out for the sofa. 






STUFRnG 

You can power up the horrible little brat 
by collecting the various goodies strewn 
around the levels. If you collect a dart, you 
can stun any human opponent. 

This only works on the wandering 
baddies and is entirely useless against end 
of level monsters. If you collect the flying 
fist, you can knock enemies clean off the 
screen, getting them completely out of 
your way. Of course, they always come 
back, so you need to collect the super flying fist. One 
smack from this baby and you shouldn’t have to worry 
about anything. The necklace is a very strange, but very 
effective weapon, it causes most of the bad guys to slip 
right off the screen. Be careful how you use your 
weapons, conservation is the best policy and you can 
usually jump over the twisted fiends. 


IB 


to 










if 




Gawp with astonishment 
at the exciting lift calling 
sequence involving a lift, 
a hotel detective and 
luggage that jumps up 
and down quit# fast. 


■ 
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GRG6D IS GOOD 

If you get a bit peckish, normally you go off and buy a ham¬ 
burger or something. Kevin however, is so pathetic that he 
will keel over and die unless you feed him constantly. 

There is an absolute ton of grub lying around and hid¬ 
den in some very peculiar places. Pizza for instance can be 
found everywhere, but usually behind paintings. Collect six 
slices and you are given a free life. A whole Pizza will instantly endow you with an 
extra life, but these are few and far between. Collecting five whole cookies will 
restore a single power unit, not terribly useful but the cookies are all over the place. 
A pigeon once collected, will endow the owner with an impressive spin-jump that 
knock enemies down. Collecting the credit card should make you invincible for a 
short while but again, these are rare. Aftershave is the best of the lot. This makes 
Kevin invincible, lets him run at high speed and gives him a longer jump. 


TURKey 

THQ lets face it may not be the best when it comes to console entertainment and 
winning the Home Alone license strikes me as being a tad questionable, I mean 
you’ve got this pretty good movie right? Well, why not trash credibility by tying it all 
in with a complete piece of crap for the home user? 

Well debate aside it’s been done and here it is with brass knobs on too, both 
the plot and the presentation should have alarm bells ringing in the dullest of minds. 
Kevin is a bright little lad who seems to have the whole world hot on his heels with 
crys of anger, both Harry and Marv are hell bent on his capture and, you are about 
to learn, so are the entire staff of the Plaza 
Hotel where the first pubescent adventure 
takes place. Your first steps into the surre¬ 
al world of the Plaza Hotel seem quite 
promising, nice colours and all that...But! 

Make a move and those little alarm bells 
turn into those very loud klaxons they 
have on huge battleships which make 
everyone run around with great purpose. 

Moving is a good bet and survival means 
hopping around on furniture, uncovering 
hidden items and ringing for elevators 
while avoiding killer vacuum cleaners. 
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Nine months! Only nine 
months! fruy this game 
and you're unlucky every¬ 
day you attempt to play 
the damn thing 


Dedroom antics involve col¬ 
lecting special power-ups 
that make you spin around 
very fast, for no apparent 
reason whatsoever 


As young Kevin makes his way through the crowded hotel, he will come across 
some very unusual hazards. How many small boys have been killed by soft leather 
luggage? Kevin tends to drop dead at the sight of the stuff. 

When he calls an elevator to move up a floor, suitcases and handbags come 
rushing at him by the dozen. To avoid these, you can stand on furniture and there¬ 
fore out of their reach, or you can go the dangerous route and jump each one indi¬ 
vidually. The hotel is huge and confusing, 
especially for a little kid, so try to keep 
track of where you’re going. The corridors 
are full of guests and hotel staff, and these 
guys will try to make your progress tough. 

Be careful and try not to get caught. 


THQ - THE PLOT THICKEnS 

Who exactly are THQ? It’s all a bit mysterious. They have been 
around in their present form for a couple of years now and 
things haven’t really got any better. The first THQ product I ever 
laid eyes on was the original Home Alone. 

Now I will admit that the sequel is a great improvement, but 
believe me, that is no reccomendation. THQ have followed up 
with a series ofunmitigated disasters. I have no idea why, but the 
graphics, sound and general gameplay of THQ product so far has 
been awful. Home Alone as an action licence is a poor bet any¬ 
way, it would have suited a kiddie’s RPG a lot better. Race Drivin 
was their first SNES driving sim and it was a duffer too. Let’s not 
be unfair, anybody can improve, but so far things have been noth¬ 
ing short of tragic. Come on THQ, prove me wrong, release a 
classic...please! 






noi/emBeR *92 

super acnon 




























































Simon Kirrare 


He// they've gone and done 
■ 1 lit again haven't they? This 

^■H^r game really is quite crap¬ 
py, there are sbme funny scenes 
where sickly multi-squillionaire * 
Macauley Culkin gets shaken by the 
legs and so forth. Still I don't think 
it's worth lashing out any dosh onv 
game just for a quick smfle. It could 
have been a pretty smart tie-in but 
it's not, the main character mpves 
OK but seems to float When he 
jumps, which isn't really acceptable * 
nowadays. The gameplay is OK and 
kept me interested for a short while 
but it hardly competed against any 
of the other stuff in ouf massive 
games library. 


jfr - Hh.it can I say - It’s a traves- 
ji M Hty. I haven’t seen the film, 
HHHbut this may put me off 
that too. The graphics look nice on 
screenshots, but the animation is a 
very pathetic affair indeed. Duff 
sprites shuffle and glide around • 
colourful backgrounds. Ridiculous 
objects hamper your progress and 
people who should have no interest 
in a small boy, try to kill you. The 
music is an annoying and the sound 
effects are no better. Gameplay iS 
dull and ultimately pointless. The 
game is hard, but not challenging. If 
you intend to spend £40 on this, just 
send me the cash instead and I'll 
donate it to the Frank’s Beer Voucher 
Benevolent Fund. Ouch! 




c. 



Frank O’Connor 



iicLM* 

sonics.58% 

GamePLay......... 42 % 

^La5TaBILITy....32% 

S^craan_ hi% 
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ar, bar! It's a 
pirate's life for 
me. Swilling 
grog and staggering 
along the decks with a 
great big sword. For the 
people of Westica, pira¬ 
cy is their heritage. A 
tiny island in an 
unknown ocean, ruled 
by an evil dictator. 

Skuljagger is his name 
and a very silly name it 

is too. You are Storm Jaxon and you are just as likely to 
win the prize for the most stupid name of all time. 

You have stolen Skuljagger’s famous sword and frankly, he’s 
a bit upset He and an army of thousands are chasing you across 
the island, armed to the teeth and rather annoyed. Of course 
with a name like that, you’ve got to be a bit brave and you are 
well prepared to take them on at their own game. So begins the 
incredible Skuljagger odyssey and a massive platform romp that 
will take you all over the island. You’ll battle soldiers, kill mon¬ 
sters and fight giant insects. You’ll save the island, get the girl and 
probably win the pools as well. You are Storm jaxon, but it’s not 
really your fault I blame your parents. 






Thanls ti Console P 
if laltii. Vest Tv 
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L adders area 
real hoot in 
this game. 


O^y 


~ 


As with all good platform games, Skuljagger features some rather amazing secret 
screens. They would be extremely difficult to find were it not for the fact that you 
can find clues in the instruction booklet. When you find one of these secret screens, 
you are immediately transported (via a rather attractive yellow tube) into what the 
game calls Fantasy Zones. 

You wander around, whacking baddies with your sword, earning points and 
picking up valuable fruit. You are then transported back to the game upon the col¬ 
lection of a rather large gem. There doesn’t seem to be any real point to it and the 
instruction book doesn’t explain it either. Still, it’s good for a laugh. 
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At certain points during the game, the 
perspective suddenly changes. Instead 
of running around a horizontally 
scrolling level, you are given the chance 
to use some serious firepower. 

Here, the player can turn round 
and look into the background. You can 
only do this when standing next to a 
suitable weapon, such as a cannon. You 
then fire cannon balls at approaching 
ships. It isn’t really all that difficult to hit 
the invading ships, but it certainly does 
make a change from all that running 
around with a sword. There is another 
such weapon though and you’ll find it at 
the very end of the game. It’s a lot 
more powerful than a cannon and a lot 
more impressive to watch. I won’t spoil 
it by telling you what it is though, you’ll 
just have to play it and see. 


The weirdest thing about this game is Storm Jaxon’s weird power. He’s a bit of a 
bubble gum fanatic apparently and he likes to blow bubbles. Not just ordinary bub¬ 
bles. like the ones that burst and leave a gelatinous mass all over your face. nope, 
these bubbles are magic! 

To blow a bubble, you need to collect the appropriate fruit A Cherry when 
blown, allows you to fly for a limited period. You lose the power of flight if you land 
prematurely though. The Orange lets you drop gum grenades for a limited time, 
inflicting great damage on anyone stupid enough to be hit by one.Grapes give you 
temporary invincibility by turning you into a giant bubble. 

Lime however is the best of the bunch and will give you invincibility as well as 
extremely destructive force, you bounce around like a lunatic for a short while, 
destroying anything you hit Very seldom seen however. 


New, I don't know, I 
wouldn’t bet on it but 
I’m not sure this guy 
means us well. 


Oh no! A sand¬ 
dancing Ninja, 
that’s a new one. 
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W oo. Scarey. 
hardly “The 
Exorcist" is it? 


Stei/e atlnertjon 


■ hat a wierd name! 
I I I Germans don’t spring to 
^■H^Pmy mind when I think of 
the high seas and pirates I can tell 
you. Still, I enjoyed this a Tot, the 
graphics were pretty and there wo# 
plenty to do on each level and a 
few puzzles to sofve. Each boss was 
a let down though I mean after all 
that struggle you'd expect to face 
j something a just bit harder to kill 
| than the wimps we were given. With 
seven chapters to get through this ( 
will no doubt provide quite a chal¬ 
lenge for everyone with the added 
novelty value of the bubble-gum fly¬ 
ing exploits. Very nice. 


When it comes to platform games, the 
Super NES is more than adequately 
provided for. If you want the ultimate 
in depth and challenge, then Mario is 
the obvious answer. 

Most people however, got that 
free with their machine. If you fancy 
something else. Prince Of Persia is the 
next best option, huge, challenging and 
very nice looking. Super Adventure 
Island is a bit of a laugh, but lacks prop¬ 
er long term challenge. Joe and Mac is 
similar in style and again, very good. 
Real platform freaks will probably hang 
around and wait for the forthcoming 
Capcom Mickey mouse game though 
and it looks especially dreamy. 


The book (for that is what it is) that accompanies Skuljagger is a hell of an organ. 
Most Super NES manuals contain rudimentary information about the game and some 
low quality mono grabs. Skuljagger comes complete with the manual from hell. It’s 
thick, juicy and informative, a bit like a clever pork chop. 

Most of the book is taken up with the somewhat embarrassing plot. It’s pre¬ 
sented in the form of a mini novel and it tells the tale of Skuljagger and his evil 
empire. The story is a right load of old tosh and it’s not particularly good. However, 
it does reveal the answers to certain puzzles and the locations of all the secret 
screens. If you manage to wade through that lot, you may find a little bit that tells 
how to actually play the game. How thoughtful of them. 




Ill*-':* 


I t’s a funny game this, it looks a bit 
like Hook, although the graphics i 
aren’t quite as good. The scrolling 
of the foreground is strange, flickery 
rather than juddery, but still perfectly 
acceptable. The graphics are large but f 

simplistic and the music is fairly good! Fr0nk O C O PI PI O T 
It’s bog standard platform action all 
the way and the character is a dream 
to control. The addition of the weird 
bubblegum power ups adds a little 
variety, as do the 3D* shooting sec¬ 
tions. With a little more thought ahd 
some slightly better graphics, this 
could have been a real classic. As-it is, 
it’s a moderately entertaining hack 
and slash romp. Nothing dreadfully 
wrong with it, but certainly nothing to 
write home about. Have a look at the 

graphics and if you fancy it, if gets a ——————— 

hesitant thumbs up from us. Ii\ its 

favour is a fair bit of style and panche witl\ the most incredibly camp storyline 
that I have ever heard. Loads of good bits, .but a little rough around the edges. 


u sonics OOOOOOOOOOOOOOI 

Ganmay. 

^asTaBiuTy. 
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4 BROOMKNOLL ST, AIRDRIE, ML6 6BN 


OUT SOON - MARIO KART ...£44.99 

SUPER KICK OFF . $44.99 

EXHAUST HEAT . £39.99 

POPULOUS .£44.99 

ADDAMS FAMILY . £38.99 

CASTLEVANIA IV.£32.99 

LEMMINGS.£42.99 

UN SQUADRON . £44.99 

ULTRAMAN.£34.99 

ADVENTURE ISLAND . £39.99 

PROBOTECTOR . £39.99 

RIVAL TURF . £38.99 

TMHT 4 . £39.99 

TOP GEAR . £39.99 

PAPERBOY .£34.99 

SIM CITY . £34.99 

ZELDA .£34.99 

F-ZERO .£32.99 

R-TYPE . £32.99 

SUPER SOCCER .£32.99 

SUPER SMASH TV . £42.99 

STREET FIGHTER . £59.99 

FINAL FIGHT . £44.99 

SUPER ALESTE . £38.99 

SUPER WWF . £44.99 

CAVEMAN NINJA . £44.99 

DRAGON S LAIR . £44.99 

WAR SPEED . £42.99 

BOXING . £42.99 

TEST DRIVE 2 £44.99 

SIMPSONS . £44.99 

BLAZING SKIES.£34.99 

PILOTWINGS . £34.99 

GHOULS & GHOSTS . £42.99 

SUPER MARIO WORLD . £39.99 

ANOTHER WORLD . £39.99 

ACTRAISER . £44.99 

RACE DRIVING . £44.99 

ROBOCOP 3.£44.99 

HOME ALONE . £39.99 

SPIDERMAN . £44.99 

KRUSTYS FUN HOUSE . £38.99 

ALL ITEMS SUBJECT TO AVAILABILITY 
ALL GAMES UK VERSIONS AND MAY NOT YET BE 
RELEASED PLEASE CALL 

CALL FOR NEW 
GAMES LIST!! 

■ra—a— 

CONSOLES & ACCESSORIES 

SNES ACTON REPLAY £44.99 

SNES SCOPE + 6 ACTON GAMES £55 99 

SNES ACTON SET . £154.99 

Includes SNES Control Deck, Hi-Tech Controller, 

SNES Scope + 6 Action Games 

SNES ENTERTAINMENT SET . £120 99 

Includes 1 Controller, SNES Control Deck 
& Super Mario World. 

SUPER CON 2 CONTROLLER . £11 99 

GAME BOY GAMES FROM £12.99 PLEASE CALL 





ALL GAMES UK VERSION 

We accept Access, Visa, Master Card, American Express, Diners Club, Style, 
Switch, Cheques & Postal Orders. 

Please add 95p P&P on gomes, £4.95 on consoles 



SLOW MOTION: Two slow 
speeds and a normal speed. 
Slow speed lets you master 
the game before you 
tackle it in 
earnest, 


RAPID FIRE: One press of 
the button and your gun 
bursts into 24 shots per 
second - Some fire power! 
A seal of quality product. 


i m a g i n e e r 

Distributed in U.K by 
ANCO SOFTWARE LTD 7 Millside Ind. Est 
Lawson Road, Dartford, Kent. DAI 5BH 
Tel: 0322 287782 


AUTO FIRE: Any or all of six 
buttons (A, B, X, Y, L, and R) 
can be set on Auto Fire, 
destroying those fearsome 
enemies before they can do 
any damage. 
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Nintendo 8 


> AUTO FIRE 
k TURBO FIRE 

► SLOW MOTION 
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I e's mad, he’s bad, he's 
from Baghdad. Saddam 
Hussain. The scourge of 
the desert. Although Electronic 
Arts are at pains to stress that the 
villain of the piece is not in fact 
Saddam Hussain at all, but just a 
bloke who looks like him. This 
bloke's name is General Mubaba. 
Oil rich and very bad tempered, 
General Mubaba has invaded a 
small neighbouring state. His 
expansionist policies are worrying the American government and they 
decide to launch a series of pre-emptive strikes against Mubaba. 

These missions are specifically designed to weaken his forces so that a mission 
can be launched against the twisted dictator himself Mubaba must die, the future of 
the free world is at stake. You are the American Marine’s crack helicopter pilot. No 
single flyer even approaches you in terms of skill or bravery. That is why this is a 
solo mission. Destroy as much as you can, as quickly as you can and kick ass. If your 
mission should fail, there is no return. 


The life expectancy of 
a jeep \e> six weeks, I 
wouldn’t give this one 
six seconds. 




•*ir 


BRinG me the map 

The map is the screen that you will constantly return to. The 
map is fairly complicated considering that this is essentially a 
shoot ’em up. The map displays everything you need to know, 
from enemy locations to hidden fuel depots. 

When you access the map at first, it will show you the loca¬ 
tion of your first mission objective. This may be radar sites, gun 
emplacements or enemy air fields. You can perform the objec¬ 
tives in any order and you can cycle through the map locations 
to see what else there is to do. 

The map screen also acts as a pause option, often giving you 
vital time to reassert the situation. The map will display your cur¬ 
rent location as a rotating cross. It will also show you the loca¬ 
tion of the frigate you use as base camp. All your other statistics, 
like fuel, armour and rescued soldiers are listed at the left hand 
side of the screen. 
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BanG BanG the mGHTy psul 

It’s all very well being a crack pilot, but those bad guys are hardly going to be scared 
just because you don’t crash. What you need is some serious firepower. These 
come supplied in the form of missiles, two different kinds to be exact, Hellfires and 
Hydras. The Hydra missiles are fairly powerful, but not much use for big targets. 
You carry a fair old few of these but it’s amazing how many you get through in the 
heat of battle. 

The Hellfires however, are the real muscle in Desert Strike. You carry just a 
couple of these at any one time but they are devastating. The missiles are radar 
guided and so you only have to aim in roughly the right direction to score a hit 
These missiles can be replenished by picking up ammo crates, but you tend to run 
out and get blown up yourself before you can reach the nearest crate. There’s a 
horrible clink noise to indicate that you’re out of missiles. 


HDDen OBJECTH/E 


There are loads and loads of power ups and bonus items hidden 
away in the vast and barren desert landscape. These include 
ammo crates, fuel drums and POWs. To find them, first go to 
the map and look at their rough position. A flashing icon will 
show you where the various objects are. If you make your way 
to that point and start blasting the nearest structure, you may 
well find that hidden goody. Tents tend to contain most of the 
good stuff, but more 
often than not, they’re 
heavily guarded by 
machine gun and mis¬ 
sile emplacements. 

Even moving objects, 
such as tanks and jeeps 
can contain hidden 
goodies. Sometimes 
though, there’s a nasty 
surprise waiting in the 
rubble, like a bazooka 
carrying soldier! Be 
careful though that you 
don’t get trigger happy 
and destroy some rare 
and valuable fuel 
drums. 



blowing up huts 
can often prove 
quite lucrative. 
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aRmouR aTTaoc 

Armour is very, very important. Armour is what stops you plum¬ 
meting to the dusty desert floor the moment someone uses 
harsh language. Your armour decreases every single time you 
take a hit and it’s not nice. 

Should your armour reach a critical level, you’ll explode and 
crash to the floor in a most unattractive manner. Conservation 
techniques include not getting hit and staying out of trouble. You 
can actually find armour toolkits which return your armour to its 

original strength but these 
are very few and very far 
between. You can check 
your armour rating which 
should be done as often as 
possible, there are no visi¬ 
ble indications as to how 
much damage your craft has 
taken so be careful! 
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There are quite a few 

Ml As hanging around this 
jet, so keep ’em peeled. 
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Warning messages 
flash up on screen, 
just in case you 
don’t realise the 
imminent danger. 


snanj 

SNAFU is an acronym used by the 
American military to describe their 
own incompetence. During World War 
2 and Vietnam, the Americans made so 
many stupid mistakes that they actually 
invented the term to be used in times 
of benign emergency. SNAFU stands 
for Situation Normal - All Fouled Up. 

This message is relayed to your 
helicopter if your mission looks like 
going badly wrong. If you do receive 
this message you must make your way 
back to the frigate. Here you will get a 
proper roasting from a gentleman 
who bears an uncanny resemblance 
to General Stormin’ Norman 
Schwarzkopf. You have to be a 
special kind of stupid to receive a 
SNAFU message and it probably 
means that you need to be a bit 
more careful. 


HTCH HIKGR 

Although there are loads of pedestrians wandering around the desert 
floor, most of them are armed to the teeth and very angry. It’s not generally 
a bad idea to shoot anything that moves. You should however try to stick to 
green things that move, because these are the enemy soldiers. If they happen to 
be wearing sandy coloured clothing, don’t shoot them. 

These are your pals, both American and allied soldiers. Friendly fire caused a 
load of hassle during the Gulf War and you don’t want to be responsible for more. 
Pick these dudes up using the rope ladder and return them to safety on the beach. 
Here you will be rewarded with both the adulation of your superiors as well as a 
hefty dose of those much needed bonus points. The average kill rate on friendly 
troops however is about ninety nine percent for your first few games. With prac¬ 
tice, you may get this figure down to about 50. 






+4 



+ * l 


Hunting down the enemy 
artillery positions is the best 
course of action to take before 
you raid any installations. 




m ega Drive owners , your 

time has come. You can j 
stop floating now. Not 
only is Desert Strike available for 
the Super NES, it's also a good bit 

better. The gameplay is excellent. t Frank O’Connor 
learning to control your helicopter 
properly is a joy in itself. The 
graphics initially look disappointing 
and very similar to the Megadrive 
version. The animatiom however is 
slick and fluid and the desert look is 
very convincing. Sound effects are 
miles better than the original and 
the music too is vastly improved. 

There are loads of missions to pom- • * 

plete and lots and lots to see and 
do. Desert Strike is a modern classic 
and the Super NES version is tpe 

proof that Electronic Arts are indeed thg premiere console developers. A 
good apology for PGA golf and a fabulous game in its own right. Unmissable! 


L somcs. m x 
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KIC 


I t’s that Saturday afternoon feeling. Down the old high street and up to 
the local football ground. A steaming cup of Bovril and a big, greasy 
meat pie. It’ll start raining in a minute, water will pour down the ter¬ 
races and into the back of your shoe. 

The bloke behind you will knock the pie out of your hand and you’ll spill the 
Bovril down your leg. Just when you think it can’t get any worse, a huge surge will 
push you towards the front of the 
crowd, gently forcing the air from 
your lungs. There may be a fight, 
someone will almost certainly 
throw up. And you’ll all walk home 
moaning. 

This is Britain’s favourite 
sport. This is Football. Wouldn’t 
you rather be out there playing 
though? Rushing up the field, inter¬ 
cepting a corking pass, left footing 
it, dribbling past a line of defenders 
and ramming the ball straight into 
the back of the net. Kick Off gives 
you the chance to do just that. Go 
for it, the crowd are going wild 
and that meat pie is just getting 
colder and colder. 


DEMO COME 
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aLEGEnD IS BORn 

Kick Off is a legend and I have no idea why. 

Amiga owners will wax rhapsodic on the 
beauty and grace of Kick Off. They will 
extol the virtues of its creator, Dino Dini. 

They will tell you that it is the single best 
game on any machine ever. 

They are sadly mistaken my friends. 

Kick Off is a duffer. Don’t get me wrong, 
after weeks of play you will be a hopeless 
addict and probably love it. However, the 
success of Kick Off has more to do with 
accident than design. The simple, infuriating 
and widely ignored fact is this, it is really 
badly designed. The control system, in an 
attempt to be realistic, is unworkable and 
ridiculous. The graphics are tiny and indis¬ 
tinct. The good parts are only revealed after 
weeks of play. A truly great game would be 

playable (not easy mind) straight away. Lucky for Dino Dini that Amiga owners were 
small-minded enough to give it a chance. Anyway, if he’s such a brill, God-like pro¬ 
grammer, how come he hasn’t done anything else of note? 




























PRacnce Sc WHy you n€€D it 

You need to practice because Kick Off is just about impossible to 
play. There are so many niggly bits and pieces of spurious game- 
play that you’ll get bogged down if you don’t practice them all 
individually. You can practice in one of three events. 

The first and most important is Skills training. Here, you play 
a match, but with no tiresome opposition to hinder your 
progress. You get the chance to pass, dribble and shoot without 
worrying about other players. 

You can also practice Set Piece Free Kicks. In this section, 
opposing players form a wall, clutching their toilet parts nervously 
as you rev up for the free kick. This gives you the chance to 
manipulate the ball’s path and figure out strategies. You can also 
practice penalties. This is a simple piece of timing and hand-eye 
co-ordination. You need to get the timing exactly right though, as 
many games end in a penalty shoot out. You can escape from 
practice at any time with the press of a button. I would advise lots 
of practice before you even set foot on a real match pitch. 
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The chart in the left 
hand corner shows you 
where a II your players 
are - all mine are behind 
the net smoking. 





















































It’s a goal mouth scramble 
and the defence are as effi¬ 
cient as a chocolate kettle, 


lets see THaT aGain Tony 

scene. You’ve just lobbed the ball up on the right wing. You cross the 
ball in front of the net. Dodging defenders and beating the goalie, you launch a 
spectacular and successful diving header. 

The ball zooms straight past the stunned goalie and finds a new home in the 
back of the net. The crowd goes wild (as does your opponent). You are not satis¬ 
fied with seeing this goal once. You want to see 
it again. You want your opponent to see it 
again. You even want your mum to see it. 
Lucky for you then that the programmers saw 
fit to add an action replay facility. You can now 
watch the last few seconds of the goal in glori¬ 
ous slow motion, annoying Jam-o-Vision. It gets 
really irritating when you’re playing someone 
who insists on making you watch his low quality 
goals over and over again. It’s a part of the 
game though and useful for bigheads. 


on:53 • 


THE REPS BUnDI 

Of course the ref is blind. It wouldn’t be football if the ref 
wasn’t blind. Unfortunately he only seems to miss the dodgy 
tackles that are against you. 

As your player slides into the mud with a broken ankle, 
the ref mysteriously turns away. If however you so much as 
look at an opposing player, the ref will be down on you like a 
ton of bricks, usually awarding a penalty to the other team. 

Seriously though, the referees do come in various degrees of 
fairness. Some will turn a blind eye to all but the most serious 
infringements of footie decorum, while others will book you for walking on the 
cracks in the pavement. It is possible to choose a referee that you like, but a random 
choice makes the game that bit more interesting. 


See the goalie 
dive - now if it 
wasn’t for the 
aftertouch he 
would have gotten 
that ball. Hmm. 




Stei/e at her ton 

Y ep, there is no doubt about it, 
soccer has finaly touched down 
on the SNES. Everything is 
smooth and buisness like with subtle ( 
sound and a few interesting features. 
Only point is though it could and 
should be better, I mean why .bill it* 
as the definitive soccer gante when all I 
it is is a conversion from a machine | 
eons behind in technology? The. Sf<JES 
is a powerful little machine and I just 
hope that someone takes this concept j 
from scratch and sets out to make a j 
new benchmark for us all to*be more ; 
proud of, I’m sure it's just a matter, j 
of time. 
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pro soccer - an apoLOGy 

Some readers will be a little concerned that this might just be a tarted up version of 
Pro Soccer. This was the original interpretation of Kick Off on the Super NES and 
what a travesty it was. Jerky scrolling, duff sprites and incredibly bad gameplay made 
this one look more than a little dodgy. The good news is, that this is nothing like the 
original. It has been reprogrammed by an 
entirely different team and they seem to 
have done a much better job. Just as well. 

All the problems with Pro Soccer have 
been completely and utterly ironed out. 

The scrolling is now smooth, the sprites 
are fluid and all the features are there. 

Even the annoying bug at the start of the 
game is there (a bug that allows you to 
score every single time). Well done boys! 


BaLL COnTROL 

Oh yes. Aftertouch. Try not to get caught in a pub with an Amiga owner. If you do, 
the conversation will inevitably come around to aftertouch. Kick Off lives, sleeps and 
breathes aftertouch. 

What exactly is aftertouch though? It sounds like a less than sophisticated 
seduction technique. Aftertouch is what happens to the ball after you have booted it 
up the pitch. Kick Off is sold on its realism. Just like real football, 
once you have kicked the ball, you can stand still and do a Uri 
Geller and bend the ball in any direction you please (dead realis¬ 
tic). Learning this trick is the secret of success. A ball lobbed in a 
straight line has a 99% chance of being saved by the goalie. A ball 
curved into a corner of the net has only a 50% chance of being 
saved. If you don’t learn aftertouch, you won’t score, it’s as sim¬ 
ple as that. You can also use this weird technique when passing, 
although it gets a bit vague at times. 








■kJLL 






^ ^ Bdl / must say I am glad they 

■ did this one afresh. Pro || I ^ 

■■■Soccer (the original inter - 
pretation) was an abomination. This 
thankfully is a fairly decent version of 

the Amiga original. It has all th^ Frank O’Connor 
quirks and weirdness of its predeces - . 

sor t but the graphics and presenta - jftOjjgSSA; ' sSSSA 4^1^^ 
tion are much more attractive. Sound 
effects are sparse , but suitable and L 
the whole thing rattles along at q 
jolly old pace. There are no'prizes for 
simplicity though/ Kick Off is lfl£UII b 
complicated and hard , but that was (■!■] 

part of its original appeal. There are 
simpler and much better looking 
footie games available on the Super 
Nintendo , but none of them match 8kilKJ[j9K] 
this in terms of depth or lasting % 

appeal. You'll hate it at first , bqt eventually you'll grow to love it. If 
you liked the Amiga version , be prepared for a few scary differences (such 
as a decent control system) but otherwise it's the same game — it just comes 
on a cartridge. 


Frank O’Connor 
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baseball eh? Rounders more like. A bunch of big girls run¬ 
ning around a field catching balls and shouting a lot. 
Baseball is a funny old game (as they say just a bit too 
often) and there’s no doubt that it did in fact originate from girlie 
rounders - ya boo sucks to the Yanks. 

Now the Americans have a very strange habit. They get perfectly 
watchable, playable sports and turn them into complicated, annoying games 
with too many rules and too many interruptions. They did the same thing 
with Rugby Football. They turned it into American Football which is far too 
complicated and the players spend most 
of their time standing around doing noth¬ 
ing, followed by brief bursts of difficult to 
follow action. 

Baseball is a little less complicated 
and to a certain extent, more fun to 
watch. It’s cheap to play (American 
Football costs a fortune in kit) and all you 
need is a bat, a ball and a few mates with 
bugger all to do for an afternoon. Mark 
out the diamond with your coats and 
start whacking that ball. 





Facing the pitcher 
on the mound you 
can feel awful lonely. 


SLIDE DimaGGIO SLIDE! 

Running from base to base can be downright exhausting. The point of running from 
base to base though, is the factor that the whole game hinges on. This is how you 
score runs. You run from base to base, stopping if you think you’re going to be 
caught out Should you make it back to home base, you score a run. It sounds dead 

easy, but it’s not. The computer will 
make most running decisions for you, 
but it’s possible to “steal” a base by 
hitting the joypad at the right 
moment. This is very dangerous and 
should only be attempted if you are 
certain that you can make it to the 
next base before the ball is returned. 
If you screw it up, you’re out, if you 
succeed, it could be the run that saves 
the day. 


boujurg aLonG 

I’m a big fan of bowling. The pitcher 
is the unsung hero of baseball and in 
many ways, he has the most difficult 
job. He’s the one who has to start 
the war of nerves, he’s the geezer 
who gets the blame if the batter hits 
a home run. Batting in Super Batter 
Up is a fairly simple process. You position your player, wind up the shot and let it go 
in the direction of the batter. You can determine the direction of the shot by adding 
spin to the ball. In this way, you can make the ball veer to the left or the right, con¬ 
fusing the batter. You can also use this effect to speed up or slow down the ball. 
Slowing the ball may sound a little pointless, but it can fool the batter into swinging 
too soon. In fact, a slowball is probably the most effective of the lot. 
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NATIONAL AMERICAN 


UfSI 


SELECT MODE 


I P PLAY 2P PLAY 


-' j I - | 

.L AGUE OPTIONS 

^1- SEf.ECT TEAM 




SELECT S1AKI 1NU 

rrtl LINEUP Yj 


One of the main features of Super Batter Up is one that has 
been seen in a few baseball games before, you can actually pack 
your team with real life baseball heroes, all apparently playing in 
the current American Major League. 

The players all have different abilities, some are fast runners, 
some are good catchers, but all of them have their own special 
strength. You can strategically pad out your team with the best 
of the best and plan your strategy by checking out the stats of 
the other team. This is a painstaking 
process and it takes quite a while to 
sort out a decent team. Who pitches 
best? Who bats strongest? Which 
players should I have in the outfield? 

Alternatively, you could do what I do 
and thrash the buttons frantically until 
the game starts. This way you end up 
with an average team who are all OK 
but not particularly special at any¬ 
thing. The benefit is that you can start 
playing in a matter of seconds rather 
than hours. 
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GoinG BaTTy 

Oh yes, nobody likes pitching, but everybody likes batting. 
Baseball bats are one of those weird things in life, like guitars 
and saxophones. It feels right in your hand, it feels like you 
know how to use it, but when it comes down to it, will you 
strike out? I know I did. My first few attempts to strike a 
speeding baseball were pitiful. Whoosh! The ball would rush 
past at around five billion miles per 
second, I would spin round and fall on 
my butt. Super Batter Up however 
makes the whole process a lot sim¬ 
pler. Almost every baseball game I 
have ever played has relied on the dif¬ 
ficulty of batting to give the game a 
hint of challenge. In this case howev¬ 
er, it’s almost impossible to miss the 
damn thing. Strike early, strike late, it 
makes no difference, the bat will 
make contact with a resounding 
schmack and the ball will soar sky¬ 
ward in a graceful arc. This is all very 
nice for the inexperienced baseball 
player, but us veterans will soon get 
bored of a 100% strike ratio. 


SELECT STADIUM 


None of us can remember 
where this Arch is but we 
do know that if you hit the 
ball over it, it counts as a 
home run. 


There are bucket 
loads of stats for 
you to play with - rf 
that’s your bag. 


EO 
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Simon K i r r an e 

a awny yawn yawn. Ohh I just 
loved this game. Let m* see 
was it the “Strike three yeer- 
out“ bit that I most liked or was it 
that darned tunf again, yeah right. 
Difficult to play, difficult to under¬ 
stand and absolutley impossible to* 
enjoy. The best thing about this game 
was the fact thaf I didn't have to 
review it - that and the fact that 
we’re allowed to send it back from 
whence it came. I could be doing bet¬ 
ter things than this you know, I 
would have been more gainfully 
employed eating rabbit droppings. • 


TH€ SPORTinG UFG 

Fielding is the least popular of all sporting events. There are no world famous 
fielders. Fielding is for fat blokes who used to be great, until the booze and 
the women got too much for them. Fielding involves standing around in the 
middle of the baseball arena, vainly hoping that the ball may come in your 

direction. Of course, it 
never does. You stand 
around for a bit. it starts 
raining. Nothing goes 
right. It’s not so bad in 
Super Batter Up, but only 
because you control all 
the fielders. Obviously 
the ball goes to one of 
them. The perspective is 
a bit rum and again, it’s 
nigh-on impossible to 
miss a catch. Still, that’s 
the way it goes in profes¬ 
sional Baseball. 


The Diamond, the proof 
that Ba&ebal is a game 
that is Satanically 
inspired...! could be 
wrong though. 










I just don't know. Ther only baseball 
game that varied in any way from | 
the rest of the competition was 2020 ' 

Super Baseball on the Neo Geo. Super 
NES owners may be pleased to hear ***" * 

that the same game will soon be con¬ 
verted to the Super Nintendo, retaining Frank O ConnOT 
almost all of those fabulous features. 

This Namco effort though, is just not 
up to scratch The graphics are incredi¬ 
bly dull. Everything does its job, but in 
no spectacular fashion «ind with little 
style or grace. The sprites are chunky 
and jerky and the overall appearance is 
of an early Megadrive game. Not a good 
omen by any means. Sound is really, 
really annoying, with organ music blar- • 
ing away in the background. Not at afl 
spectacular I'm afraid. 
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CONSOLE FOR professional 

OIIICI SERVICE AT 

HLUS: COMPETITIVE PRICES! 


SALES HOTLINE (0332) 500445 ecem-I 

265 SELBY ROAD, HALTON SHOPPING CENTRE, HALTON, LEEDS. LSI 5 7JR 


SUPER NINTENDO TITLES ALL AT £39.99 

Unless otherwise stated 


FOP 5ELLEP5 


’AXELAY SPECIAL OFFER* 

Home Alone 

*£37.99* 

Home Alone 2 

Actraiser 

Hook (Jap) 

Addams Family 

Jack Nicklaus Golf 

Adventure Island 

John Madden Football 

Arcana 

King of the Monsters (Jap) 

Area 88/UN Squadron 

Krustys Fun house 

Bart s Nightmare 

Lagoon 

Baseball Sim. 1000 

Lemmings 

Bill Laimbeers Basketball 

Magic Sword 

Castlevania 4 

Mystical Ninja 

Caveman Ninja 

Paperboy 2 

Chessmaster 

Parodius (Jap) 

Dimension Force 

Pebble Beach 

Darius Twin 

PGA Tour Golf 

Dino Wars 

Phalanx (54.99) 

Drakken 

Pilotwings 

E.D.F. 

Pitfighter 

F Zero (£34.99) 

Play Action Football 

FI Exhaust Heat (|ap) 

Populous 

Final Fantasy 2 (£49.99) 

Prince of Persia (jap) 

Ghouls n Ghosts 

Race Driving 

Golden Fighter (Jap 04.99) 

Rival Turf 

Gradius III (£34.99) 

Robocop 5 

G.Foremans K.0. 

Rocketeer 

Hole In One Golf 

Romance of 3 Kingdoms 


ff 

RPM Racing 
Sim CHy (£34.99) 
Spanky s Quest 
Streetfighter 2 (59.99) 
Streetfighter 2 US (55.99) 
Strike Gunner 
Super Battletank 
Super Bases Loaded 
Super Bowling 
Super Contra 3 
Super Offroad Racer 
Super Pang (Jap) 
Super R-Type 
Super Smash TV 
Super Soccer (04.99) 
Super Soccer Champ 
Super Tennis (04.99) 
Thunder Spirits (09.99) 
Top Gear 

True Golf Classics (04.99) 
Turtles IV 

Wanderers from Y s 
World League Soccer 
WWF Wrestlemania 
Zelda III 



FIRE S.NES Games Converter (Plays Pilotwings & Super Marie Kart) \ 
NOW only £12.99 (*£1.50 PAP) 

Pro Action Replay - £39.99 


OFFICIAL UK SUPER 
NINTENDO SYSTEM 
SNES STREETFIGHTER 2 PACK 

£154.99 

Version also available with UK-US/JAP 
convertor plus a game of your choice 
(up to £44.99) - NOW Only £194.99 inc.P&P 


Peripherals C3 
Consoles C S 
Consoles Next Day Couri e r £8 


NEW RELEASES: CALL 

AUEN 3 

AMAZING TENNIS 
BEST OF THE BEST 
BLUES BROS 
BUSTER BROS - 39.99 
COSMO GANG • 39.99 
DESERT STRIKE • 39.99 
FATAL FURY 
GUN FORCE 
J.MADDEN 93 
MICKEY MOUSE 
NBA ALLSTARS 
NCAA BASKETBALL - 39.99 
NHL 93 
ROAD RIOT 
SOUL BLAZER - 39.99 
STAR WARS 
TERMINATOR 2 - 39.99 
TINY TOONS 
UNIVERSAL SOLDIER 
WORDTRIS 

NEW TITLES ARRIVING DAILY 
- CALL FOR LATEST RELEASE 


NEW TITLES ARRIVINO DAILYI 
CALL FOR LATEST RELEASES 

SUPER MARIO WORLD 2 - 24.99 <©•) 
LEMMINGS -CALL (GB) 

ROBIN HOOD -CALL «5B) 
SPEEDBALL 2 - CALL «5B> 
SONIC 2 - CALL <md> 

XENON 2 - CALL <MD> 
SPEEDBALL 2 - CALL (MO) 


PINNACLE TlfTil!J3fl=uT 


135 Highbury Rd 
Kings Heath 
Birmingham 
B14 7QP 

TEL: 021 624 2756 




CONSOLE ENTERTAINMENT 


135 Highbury Rd 
Kings Heath 
Birmingham 
B14 7QP 

TEL: 021 624 2756 


i 


TRY 'EM BEFORE YOU BUY 'EM 


Birmingham's leading supplier for the 

SUPER NINTENDO/SUPER FAMICOM 


Super Ghouls & Ghosts (USA). 

FI Exhaust Heat 2. 

Mickey Mouse. 

Amazing Tennis. 

Desert Strike. 

John Maddens ‘93. 

Top Gear 2. 

Super Star Wars. 

NFL Football. 

Zelda 3 (USA). 

StreetFighter 2 (USA). 

Smash TV (USA). 

Krusty's Super Fun House (USA). 

Axelay (JAP). 

Super Mario Kart (JAP). 

NCAA Basketball • Sept/Oct (USA) 
Super Battletoads - Dec/Jan (JAP) 


Please add £1.50 lor P&P. Phone for latest Games & Special OHers. All prices subject lo availability & change I 

. ALSO VARIOUS FAMICOM/SNES ACCESSORIES AVAILABLE, 




•wi ojfziin ' r m£AS‘W£ a&sT ofmctsi 



SNES UK/US 


ACT RAISF.R.49.99 

ADDAMS FAMILY.44.95 

ALIEN 3.CALL 

AMAZING TENNIS . 49 99 

\\» I AY. 44.95 

BARTS NIGHTMARE.44.95 

BATMAN RETURNS.CALL 

III l l s BROTHERS.< \I 1 

BULLS V LAKERS.44.95 

DESERT STRIKE . 49.95 


DINO CITY .39.99 

DRAGON’S LAIR .54.95 

E-ZERO .39.95 

FACEBALL 2(MX) .39.99 

FINAL FIGHT .39.95 

FATAL FURY .44.99 

HOOK .39.99 

JAMES BOND JNR .39.99 

JOE fci MAC .39.99 

JOHN MADDEN 93 . 39.99 

KINCi OF MONSTERS .39.95 


KRUSTY'S FUNHOUSE.39.99 

LEMMINGS.39.99 

LETHAL WEAPON.CALL 

MARIO KART.44.99 

MICKEY MOUSE.CALL 

OUT OF THIS WORLD . CALL 

PRINCE OF PERSIA.44.95 

PHALANX.44.99 

PILOT WINGS.39.99 

RIVAL TURF.39.95 

ROAD RUNNER.CALL 

ROBOCOP 3.39.95 

SPANKYS QUEST.44.95 

SP! DERM AN & X-MEN.CALL 

sonic: bi astman. 44.95 

SOI I HI A/I K . V >.99 

SPACE MEGAFORCE . 44 95 

SI Kl I {TIGHTER 2 . 54.95 

STRIKE GUNNER.44.95 

SUPER BUSTER BROS.44.95 

SUPER DOUBLE DRAGON.39.99 

SUPER GHOl I s N’GHOSTS.44 .99 

SUPER SMASH IV.39.99 

SUPER SOCCER CHAMP.39.95 

SUPER STAR WARS . 49.99 

SUPER TENNIS.39.99 

TOM is JERRY.CALL 

TERMINATOR 2.CALL 

TOP GEAR.44.95 

TURTLES 4.39.99 

UN SQUADRON.44.99 

UNIVERSAL ADAPTORS.14.99 

WINC, COMMANDER . CALL 


081 450 2166/081 201 0535 

Shop open 12 to 8pm Mon to Sat. Please call to reserve and/or confirm availability. 

Please send cheques & Postal Orders payable to: AMS ELECTRONIC GAMES' 
and post to: "AMS " Games, Dept SA, 145b Deans Lane, Edgware, Middlesex HA8 9NY 
Prices include P&P on all software. Games sent by recorded delivery. 
Please add £3.00 per titles post & packaging to Europe. 
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we would do If we became Prime 


|ge always ask ourselves what 

I Minister. What kind of changes would we make to the country? 
%lvWhat would we do to make this land a better place? Imagine 
though that you were given the chance to become a god, what would you 
do then? I know what I would do. I would immediately populate the globe 
with gorgeous nudie ladies and everything would be made of beer and 
marzipan. Obviously I would have sensible things like world peace and an 
end to famine, but marzipan and nudie ladies would definitely be at the 
top of my agenda. 

Populous gives you the chance to be a god. but unfortunately some forgetful 
programmer forgot to include a bare naked lady option. Still, you can do loads of 
other things, like create villages, cause earthquakes and have people pray to you. 
You are a just and noble creator and as such, you have to strive for good in the 
world. Being a god, it should be fairly easy, but remember, 
you are not alone, there are other gods and some of them 
are not quite as nice as you are. 

So, get creating, forge a world full of love and happi- 
ness and assert yourself as the best god of the bunch, the 
more people that you get to love you, the stronger you 
will become. 


Level serious 
amounts of land 
for the castle of 
your choice. 


Rape, pillage and 
burn to your heart s 
content with powers 
beyond your dreams. 
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TUTOR COmPUTGR 

One of the play modes available to the novice god is the Tutorial. You choose this 
option from the main menu and it’s advisable if you’ve never played this game 
before. The Tutorial game is really very simple and is basically a trainer for would be 
gods, it lets you try out all the commands available to you without first having to 
build up any strength. 

There’s no real game objective in the tutorial mode but it does give you some 
useful tips for playing the game proper. You can practice valuable and difficult 
strategies, see what works best and when. You can also try out all of the Supreme 
Power Commands, something not available without days of practice normally. These 

include all the typically god-like things 
such as floods, earthquakes, all things 
which have a direct and immediate effect 
on your world. You start at Knight level, 
a measure of power which allows you 
to do everything except flood 
and Armageddon, although these two 
options should become available after 
only a few minutes play. Neat stuff for 
Populous retards. 




THE BOOK OF WORLDS 

Like a sort of radar device, the book of worlds is a map that 
allows you to view the entirety of your creation without explo¬ 
ration. You can see at a glance the terrain and layout of your 
world and also get a rough idea of what’s going on there. 

Small coloured dots represent the various features and 
inhabitants of the place and can tell you what you should do 
next. For example, if you spot a mass of red dots, this means that 
there are loads of Evil Walkers roaming around and they may 
well present a problem for your colonies of Good Walkers. 

You can see where the bad guys actually live simply by look¬ 
ing out for dark grey dots. Knowing where the bad guys are is 
probably the most important element in the game. If you can see 
them, you can stop them. Other dots represent your current 
position, rocks and good guys both mobile and stable. 



SETTLE DOUJn FOLKS! 

Settlements are where most of the action takes place in the world of Populous. The 
settlements reflect the development and technology level of your people. If they’re 
sad geeks, they live in little wigwams, a generation later and they’ve moved up to 
mud huts. When they get clever, they start building wooden shacks and from there, 
fully fledged villas. Large stone houses are next and ultimately, castles. 

Obviously a castle is a lot better fortified than a wigwam and as a result, people 
prosper faster in a castle. When they have loads of flat land around them, they can 
grow crops easily and multiply. The population of a settlement will continue to grow 
(given the right conditions) until it’s full. When a settlement can no longer contain 
its population, a walker will emerge and go looking for more land to settle on. 
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one KniGHT in BanGKOK 

A Knight is a dead useful thing to have on your side. It’s all very well making the land 
arable and keeping everyone well fed. but who’s interested in keeping a status quo? 
We want to conquer, destroy, pillage and burn! Although morally unsound, bear in 
mind that you only mess with bad guys and they deserve it. Anyway, Knights are the 
key to success in this game and without them, you’ll be a very sorry god indeed. 

The Knights actively seek out the bad guys and battle them for possession of 
land. They raid settlements and torch all the enemy buildings and crops, hardy, har 
har! Knights are very strong, but not quite invincible. Every battle drains them of 

_ energy and they grow weaker and weaker 

until they die. A single Knight actually rep- 
B^v I | resents a very large percentage of your 

m total population and a single death can 

have a devastating effect. 


Supreme Power Commands have an 
immediate effect on the landscape. 
Everything else takes time and patience. 
Your power level must be high enough 
before you can perform any such com¬ 
mand. If the power (or Manna) meter is 
on the right of the command you wish 
to use, then it’s possible to perform 
that command until the Manna bar falls 
to the left of the desired command. 

These options include the follow¬ 
ing: Raise and lower land, allows you to 
do just that. Flat land can grow crops 
and raising and lowering 
land also rids it of nasty 
impediments like swamps. 
Earthquake, this uses a 
lot of power and can 
destroy farmland, turning 
it into useless swamp and 
also turn high ground 
into low ground. Flood, 

. kind of obvious this one 
^^^B . and again it renders farm- 

land totally unusable and 

t kills the inhabitants of 

B settlements. Armageddon 

is the daddy of the bunch 
though and should be 
used as a last resort. If 
1 ? you outnunr| ber the evil 
j| population then you will 

be victorious, if not then 
r-l-fj :Vl all is lost. 


Notice how the trees 
appear to be shaped 
like batteries. Weird. 


A castle by the scenic 
coast, inhabited by 
urmmm, pigs. 
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P laying at being God is really 
quite a lot of fun. 
Commanding earthquakes and 
drowning those little rascals in terri¬ 
ble swamps is a positive pass-time in 
my opionion. A final touch to the 
game should be real worlds like 0 
“Manchester*’ or “Liverpool”, imagine 
the fun and frolics of destroying hu^e 
areas by plague or volcano eruption. 
Too many people? Not enough jobs? 
Eat my wrath. Now they might tell 
you on the box all this power should¬ 
n't go to your head, well It hasn't 
honest, I'm just the sante as I've* 
always beon. Believe me, I know. 
(Twitch twitch). _ ** 


Stei/e atnertjon 


FOLLOW THE LESDER 

A leader is a walker with a Papal Magnet. A Papal Magnet is a 
divine monument that attracts and controls people. The Papal 
Magnet is generally found in a stationary location. A Papal Magnet 
can be either good or evil, an ankh for the goodies and a skull for 
the baddies. If you have 
enough power, you can 
use your leader in con¬ 
junction with a Papal 
magnet and lead your 
people all over the 
world. Unfortunately, 
the leaders are just as 
mortal as the rest of 
the population and 
should they be killed, 
the Papal Magnet is left 
on the territory they 
last occupied. A similar 
situation happens if 
your leader is knighted, but in my experience this event is nigh- 
on impossible to achieve. Having leaders makes the game very 
simple, at least in terms of conquest. It becomes much easier to 
move loads of dudes around at once. 


O h yes, being a god is a 

right old laugh. Populous | 

has it% problems. It's 
incredibly dull graphically and from 

these screenshots, it might look - 

very boring indeed. Graphics aren't * p rank OConnOT 
everything though and after a 
while, the gameplay really begins to 
shine. Spectacular strategy and a 
hint of role playing are the order of 
the day t but Populous 4 s so original 
that you can’t really compare it to 
anything else. It’s very, very deep , 
and completely different every time 
you play. The icon system looks 
confusing, but in practice it’s yctu- • \ 

ally very good and very simple to L 

use. The sound is good, not com- t _______ 

pared to some games, but extren\p- * 

ly well suited to the proceedings. If you lil^e the sound of it, you’ll definitely 
love it and if you think it looks boring then you may be in for a pleasant sur¬ 
prise. Populous is a winner but you might want to wait for Populous 2. 


Frank O’Connor 


somcs 
GamePLay..... 
.asTaBiLuy 

iH)i/0?aii_ 
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I t is the year 2010, the acid craze that started in the late 
’80s has taken over the world (just as all those concerned 
parents thought). Everybody is going around hugging 
each other and in a horrifying reflection of life as depicted 
in Aldous Huxley's Brave New World people accept their 
lot through the induction of a veil of soothing 
chemicals. 

The world is bland, there is no need for indi¬ 
vidual countries or politicians. All the continents 
are ruled by an unseen hand and life as we know 
it, with its trials and triumphs has been reduced to 
a linear voyage where each day is the same as the 
last. The cult of the individual has been replaced by 
the nightmare of the masses. All in all it’s a pretty 
tough old time for anybody wishing to express them¬ 
selves. Well it was until the invention of Faceball: a group 
of kids got together and reinvented sport - long lost in the 
new regime. The non-contact contact sport has you 
entering virtual worlds where you battle against smiley 
faces (a parody of the new symbol for government). 





TWO FOR FGSR 

When you are playing against a pal the fear zone that you enter 
is akin to that experienced by a four year old plonked in front of 
an Elm Street video. 

Along with staring wide eyed at your own screen and shak¬ 
ing when you turn every corner there is the added terror of see¬ 
ing your own happy smiley face lined up in your pal’s sights on 
his screen as he launches a barrage of fire at you. While all you 
can see on your screen is a pretty nondescript wall, and then you 
start to take the hits. Urghgh, listen I’ve been through this and I 
didn’t enjoy it. not one little bit. Still, it didn’t stop me playing, 
nope in two player mode this is a real hoot, but it is scarey. 

After a while in this mode though, and once you’ve built up 
at least some backbone you’ll turn in to a real hunter. Moving 
stealthily around the maze, flipping to 
and fro between the map and the play 
area, doubling back on yourself, while 
keeping a third eye on the other play¬ 
er’s screen to try and gauge their 
whereabouts. So that you can ambush 
them, hah sucker eat this blam berdam 
bang (aren’t those the lyrics to Black 
Betty by the Ram Jam Band c. 19777- 
Art Ed.). 


















































OJ 


Pon't panic, thie wall 
soon drope to reveal 
the exit. 


lr>l!JMKa iJ O 1 






0Q 




Woah, what’s this game like then? 
Well it’s a tiny bit like 3D Monster 
Maze, an ancient game on the ZX8I 
(Sinclair’s abacus of a home comput¬ 
er). Other than that it isn’t like any¬ 
thing so I’ll have to use my amazing 
descriptico talents to explain it. 

Right, there’s this thing right and 
it’s you and you have to blast or Tag 


this other thing, right. And , well there 
are a lot of these things and they try 
to blast you or not - sometimes. Oh, 
you can have two players too. 

Other than that there’s nothing 
much to say - unless of course you 
want to understand it. So first here’s a 
run down of all the different elements 
in the game: 


pasT Tense 

This game is beyond tension, it’s way 
past regular game scariness. This is 
gigascarey. As you wander around the 
play area mazes the hairs on your neck 
crackle, you can’t see what’s behind 
you, you ccan’t see what’s around the 
ccorner, but ddon’t worry this isn’t 
paranoia - this time they ARE out to 
get you, arghhh mommy. 

In the CyberZone the aim of the 
game is to rid the mazes of these wild 
smiling menaces or even to just look at 
the map and make a headlong dash for 
the exit. Only to try and do the same 
next time around and with less pods 
(that you collect from the flashing 
smiloids you’ve tagged) - not recom¬ 
mended. Until eventually you come 
across a Master Smiloid. In two player 
mode you can be a team or play indi¬ 
vidually. The Arena is a one or two 
player maze (of you choice) game 
where the first player to reach ten tags 
is the winner, either you your pal or 
the Smiloid menace. 


THE SmiLOIDS 

These chaps are the opponents that you’ll come across, and their names 
appear at the bottom of the screen. If they contain any pods then they’ll 
flash and be tougher than normal chaps. 


shootiiie | Y| 

A target droid that 

doesn’t move, or 

have sensors but 

damages you and 

explodes on contact. One shot 

kills it. 


SHOOTH1E2 

Moving randomly this 
acts the same as a 
SHOOTME. One shot 
kills it. 


ISHOOTU 

Exploding on contact w> ^.1 
and moving random¬ 
ly this dog also 
shoots as it spins. One shot kills it. 


ISHOOT2 

A faster version of 
the above. One shot 
kills it. 


BOUnCER yv 

A ARGHHH. He’s * 
faster, smarter and V/ 
though he reloads 
slower than you, it’ll take four 
shots to blast the blighter. 


TURKEy X 

This is where they 'w w\ v 

start to think for ' 

themselves. Moving 

slowly it doesn’t 

explode on contact, has low range 

sensors and reloads about half as 

fast as you. One shot kills it. 


GRElTILin 

As soon as this thing — i 

senses you it will 
come for you. Two shots kill it and 
although it doesn’t fire it moves as 
fast as you do. 


u,aLLy ■ ■ 

Following the walls | ■ 

around this guy is ^ f 

slow, shoots, has a 

short sensor, doesn't explode on 

contact and has a slow reload, but 

it takes two shots to stop him. 

ROI/ER 

Watch out for packs 
of these. They have 
about the same 
speed as you, the same sensors a 
slower reload but it takes three 
shots to stop them. 
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aLL you neeD 

Along with the two different play areas there are also other 
options included. You can select the type of face that you want 
to represent you, there are fifteen to choose from. You can give 
yourself a name, toggle between friend or foe - so that your 
shots will or won’t affect the other human player. You can also 
handicap yourself through the revive option which affects how 
many shots you can take. Happy is three, OK is two and Weak is 
one there is also the chance to 
have stereo sound. 

The diamond shaped pods 
that you find contain some smart 
goodies, called special ups which 
are. A Shield leaving you briefly 
immune to all shots. A Freeze, 
which stops all the Smiloids mov¬ 
ing, a Camo which hides you from 
the Smiloids. an extra life, a sen¬ 
sor that reveals all the Smiloids on 
the map and a coin that adds 500 
points to your score. 

Along with these there are 
also the Power Ups that you get 
from the round pods. Armour 

which adds I hit to your hit points and heals you. Weapon this 
increases the number of shots you can have in the air and a 
Speed-Up. 

II 





a ou know you 
would not 
realise how 
much tension is creat¬ 
ed within this game. I 
mean the format _ • _ _ 

appears simple enough, dth0rtOD 

wandering around a 

three dimensional maze shooting all that moves but there is 
something about chasing your mate around a virtual arena that 
can't help but appeal,to everyone. The one»player progression 
option might get a bit boring after a few week?, once you have 
figured out the typical moves of each #nemy and powered 
yourself up there would appear to be no stopping you. 
Everything moves with great accuracy your position faithfully 
reproduced in reference to the oppoilent with shuddering 
sound effects when a shot strikes home. A little cracker this 
game, one for my collection certainly. Now if I can just round 
up a few potential victims.... 


N * V . 


Stei/e at her ton 


O hh. what a scary game , 

enough to give you the U 
willies for a very long time 
to come. The trepidation with 
which you traipse around the play 

area is crazy, the atmosphere <*»Sj mon KiTTane 
electric and these descriptions 
eccentric. No lets face facts I've 
given this gome a fairly good review 
and now it's time to have a little 
mumbly grumble about it. It's a 
good game, quite challenging and 
very engaging but it doesn't offer . 
very much in the way of change, it's 
all very samey and so the lastability 
comes in to question. After a week * < 

I'd still be playing this, after a 

month I'd still manage to chat | _ 

about it to my pals any longer thqn * 

this though and I can see my interest migl]f well develop rigor mortis. Still in 
the time I've played this i've enjoyed it and it will hopefully complement the 
collection, just so long as I don't ovorloatd it. 


to come. 


m o n 


r r 3 n e 



somcs. 77 % 

Garimay. 91 % 

asTaBiuTy....85% , 

ERail_87% 4 
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THE ULTIMATE 

m GAME BUSTING 


FOR THE 


* SU PER NES 


TM 




NOW AVAILABLE FOR THE 


ONLY 


SAME lsOY n mM 


FANCY YOURSELF AS A GAME HACKER? 


ms mw m acim m cmm& \ m c/ut uc iv 


mmsEr vcL'ii wmin li/tMEs rc mmmim 

rJ jusf imagine, infinite lives, unlimited energy, unlimited 
power or extra fuel/ammo. Become invincible with the 
Action Replay Cartridge for your SUPER NES™ 
or GAMEBOY™ Console 



■ Action Replay is a powerful cartridge 
featuring its own on-board LSI chip 
specially designed to allow the user to 
effectively "re-program" their cartridges 
so they can play their favourite games 
to destruction! 

■ With its unique built-in "GAME 
TRAINER", you can actually find and 
create your own cheats for Infinite 
Lives, Power, Energy, Levels, etc. etc. 

■ Now you can play your games to 
levels that you did not know even 
existed. This is the cartridge the 
experts use . . . the average cheat 
takes only minutes. 


■ SUPER NES version of Action Replay also 
allows you to use American and Japanese 
cartridges on your UK console . . . that's 
dozens of titles available NOW! 

■ With its advanced ASIC hardware design, 
the Action Replay cartridge can react to new 
games as they appear. No need for future 
updates, no need for code books . . . this is 
the only cartridge you will ever need. 

■ No user knowledge is required at all - if 
you can play the game you already know 
how to use Action Replay. All input is via 
the joystick/pad - it couldn't be simpler! 

“NINTENDO", "GAMEBOY" & SUPER NES 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 







MOW YOU CAM PLAY AMERICAM 
A JAPANESE CARTRIDGES 
OM YOUR UK CONSOLE . 

■ With this universal games adaptor you can now choose 
from the huge range of available US & Japanese software 
for your UK SUPER NES Console. 


Very simple to use. 


Allows UK carts to work on US & JAP Consoles. 


■iiiTiTiTia imiumi 


★ IMPORTANT 

ACTION REPLAY IS MOT DESIGNED, 
MANUFACTURED, DISTRIBUTED OR 
ENDORSED BY 

NINTENDO OF AMERICA INC. 


ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO. 


HOW TO GET YOUR ORDER FAST! / ms \ 24 HOUR MAIL 

£=2 ORDER HOTLINE 
T^0782 744707 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 

STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 

LONDON SHOP 222 , Tottenham court rd, London, wi . tel:Q71 sbo 6460 


ORDERS NORMALLY 
DISPATCHED WITHIN 40 Hrs. 




























































'Nintendo'. 'NES. •Super NES' and Game Boy' are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc All trademarks and copyrights are recognised 



€ ven before the days of champagne, caviar and 
eager women our legend James Bond was busy 
fighting the injustices of the world personified in 
that deranged cat loving tyrant. 

Well, that’s what we are lead to believe in THQ’s latest 
offering based upon a more youthful version of our greatest 
media export, the man they call James. Now I liked the Bond 
movies and must confess to having seen them quite a few times 
and maybe I’m wrong but I thought old JB went to a public 
school - shaping his future for the Civil Service not by dressing 
up in baseball jackets and flying around temples with jet boots. 

THQ have certainly taken a few liberties with Britain’s 
greatest media export I can tell you (raise one eyebrow in mean¬ 
ingful display of distaste). 







Witness the 

awesome 

enemies. 
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FURRy WHITE PERSian CaTS 

The action opens deep within the castle walls of one Dr Derange 
who, after about ten seconds of platform type beat ’em up may¬ 
hem buggers off the screen leaving you to die a timely death in 
your minicopter above the jungles of Central America. 

The minicopter sequence is long and painfully slow, collision 
detection suggests a helicopter twice its size so expect a flaming 
descent every few moves, this is especially annoying as the reset 
position for each death is always just before a really nasty bit. 





Just like poor old George (the ill received star of On Her 
Majesties Secret Service) this game is going to get a hostile wel¬ 
come - certainly we all hated it and just to get past the first 
stage took serious dedication and felt like heavy sedation. 

After all the helicopter antics all is not quite over, you now 
have to traverse the Temple of Gold which basically involves 
shooting or punching anything that moves including bomb throw¬ 
ing monkeys and funny little shield type things with that throw 
spears at you. 




I t's pointless going on any more — 
most of ns gave up on this seconds 
after it appeared in the office. For 
those still awake hnthei adventures 
of yoiihg james im hided blast 'em up 
frolics in a Hairier type jump jet and 
more tolling around in Various parts • 
of the little known wot Id Vet die t? 
Well I HQ are not famed for anything, 
least of all games and gameplay on 
the SNES so their past record would 
suggest tunning away ^ilh a hell in 
one hand shouting "unclean 1 *. If, ort 
the otliet hand punishment is yout 
• hang then inform your family and 
ftiends as they'll he wot tied and I 
understand theie are organisations 
available that can offer fnunsoJIing 
Will I HQ ever impress? 


Stei/e atherton 


somes_50% pi 

GanePLaa_H 5 % 4 
, .asTaBiLuy....Ho% £ 
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IheyVe evil, they’re fiendish, they’re twisted. They’re the Cosmo 
Gang! Not only are they mad, bad and dangerous to know, but 
they are also very attractive. Not gorgeous like Cindy Crawford 
or Mel Gibson, more sort of cute. Quite why these fluffy, bouncy scamps 
want to invade your planet is a bit of a mystery. An even bigger mystery 
is why you need a super photon plasma cannon to kill them. 

Cosmo Gang is based on two rather special Namco arcade machines. It’s not 
based on a video game though, it’s based on those mole bashing machines, you 
know, the ones with the mallets and the things that pop out of holes. There are 
actually two Cosmo Gang machines, one with 
the mallets and one with a sort of machine 
gun thing. They’re a great laugh, but quite 
what they have to do with this Galaga 
inspired shoot ‘em up. I’m afraid I have no 
idea. Still, you jump into your Fisher Price 
spaceship and head into the darkest depths of 
the Universe in order to save the world from 
a particularly cute and sickly fate. Kick ass, the 
earth depends on you. 


o o o & 
cP O <3 ® 





o 




o 
a o 


Oh no. The cutesy 
devils are attack¬ 
ing in formation. 
Daft as it is. 




- * -’ 




THQ/inG GITSJ 

The bonus sections of Cosmo Gang are 
absolutely hilarious. Really, they’re 
pant-wettingly chuckalicious. Well, OK 
then, they’re mildly amusing. You 
appear in a sort of fairground alley and 
the Cosmo Gang are lined up at the 
top of the screen. They head towards 
you and try to steal your chips. I’m 
serious, you have about five bags of 
chips and the little buggers try to nick 
them. They rush down and grab them 
and run back up the screen. 

On a further bonus level, they try 
to nick flowers from you. Instead of the 
Cosmo Gang though, it’s a gang of 
slightly overweight Ballerinas. Not only 
is this part hilarious to watch, it also 
bangs on vital points to that all impor¬ 
tant high score of yours. It’s a nice bit 
of variety that spices up a rather sim¬ 
plistic game structure. It looks a bit like 
Space Invaders on acid. 
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C or, this takes me back. 

Remember the good old days 
when things like Battlezone 
and Scramble were the state of the 

art. I used to put ten pence piece . . — 

after ten pence piece in to Galaxian • Prank O’Connor 
(of course it would cost you a quid in 
a West End arcade nowadays). It's a 
breath of fresh air then, to see some¬ 
thing like this on the Super Nintendo. 

No need to rely on fan^y graphics or 
new ideas. Just fast paced, highly 
engrossing and often hilarious action. 

The graphics are actually very good.* 

Highly detailed, well animated and 
very appealing sprites. The back- . I 
grounds are lush and vibrant and the * * | 

music is perfect. A strange Japanese 1 I_ 

voice announces stuff at various inter¬ 
vals but we have no idea what hf's * 

saying. All in all it’s a jolly old blast with ovc^ forty levels of frantic, if samey fun. 
If you're a Galaga fan then you simpfy must have this but otherwise the lasting 
appeal may be called into question. f 


Frank O’Connor 


■=X> ~ 

i>GRaPHIC5.89' 

somcs.79% 

Garrmay. 85 % 

<^LasTaBiLiTy...8o%?5 

^H/g^aLi^ 82 % 
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GaLaGa giggles 

The basic inspiration for this game is a crusty old Namco shoot 
'em up called Galaxian. This was a Space Invaders rip off that fea¬ 
tured slightly more complex gameplay and full colour graphics! It 
was a massive success in the early eighties and it seemed logical 
to follow it up with a sequel. Namco did just that and followed 
up with a somewhat strange shoot ‘em up called Galaga. This 
was nowhere near as big as its predecessor and slipped rapidly 
into obscurity. 

Namco have just announced their latest sequel and it's 
called imaginatively enough. Galaxian 3. This has very little in 
common with the first two games and is a massive and detailed 
3D space flight simulation. It feature 
state of the art 
32 bit RISC 
technology and 
the most 
attractive 
polygon 
graphics 
you’re ever 
likely to see. 


BLasTORama 

Cosmo Gang is basically a shoot ‘em up. It bears more than a passing resemblance 
to an old arcade game called Galaga. You are placed a the bottom of the screen and 
the bad guys march back and forth along the top of the screen, occasionally breaking 
off into formation as they attack you. 

You are initially armed with a fairly saucy machine gun but not for long. 
Shooting certain baddies reveals all manner of power ups and juicy weapons. These 
fall from the sky and you have to be quick to catch them. Some of these weapons hit 
the ground and bounce in a very strange manner. This bounce gives you the extra 
time you need to reach them. The weapons include little P symbols which give you 
extra shots, allowing you to fire more than one 
round in a row. Bigger power ups can give you 
twin machine guns or even smart bombs. The 
most attractive of the extra weapons though is 
the giant spider web. This traps all the bad guys 
and you can then take your time, bimble around 
at the bottom of the screen and pick them off. 


UIHaT €LS€? 

If you don’t fancy this but feel like you still need to kill some 
aliens, there are loads more blasters to choose from. You could 
try Super Aleste. the Super Nintendo version of Gunhed, a clas¬ 
sic blast and one you won’t finish in a hurry. There’s oldie but 
goldie Gradius 3. a brilliant Konami 
blaster with more bells and whistles 
than you could possibly need. Parodius 
is similar in gameplay, but miles apart in 
character, with loads of cute sprites and 
amazing effects. Some people swear by 
Raiden Trad and others reckon STG is a 
winner. Coming soon is a real beauty, a 
game called ASO 2 which start¬ 
ed life on the Neo Geo. 

More news when 
we get hold 
of it. 


































Hiya! And a very warm Yuletide welcome to Dr Barry 
Diablo’s Cheats Of Doom. It’s Christmas time again and as 
I’m feeling particularly festive, I thought I’d conceed to 
popular demand and print the thing you’ve all been asking 
for. A complete guide to the Legend of Zelda. Of course to 
reveal the whole kit and caboodle in one magazine would be 
foolish, so this first installment gives you all you need in 
order to find the first two crystals. 

it's during the quest for these two crystals that you find 
out virtually everything you need to know about Zelda. The 
most important weapons, the most useful tricks. Everything 
you need is laid out here and you’ll be highly delighted to 
learn that the second half of this guide, the rest of the crys¬ 
tals and how to defeat the mighty Ganon, will all be printed 
in a future issue of Super Action. Unless of course you don’t 
own Zelda, in which case you should rush out and buy it 
immediately. At least that way the guide will mean some¬ 
thing to you. 

Normal service will be resumed next month when I’ll be 
giving away a fabulous copy of Capcom’s Mickey Mouse for 
the toppest cheat of the month. So send those babies in, the 
address will be printed at the end of the guide! 



THROUQH 
THE DARK 
MIRROR 

I n the first ever issue of 
Super Action, I gave away 
the first leg of the Zelda 
journey, we explained how 
to reach the Master Sword. 

This however is merely 
the tiniest fraction of the 
overall challenge, Zelda is 
huge! In order to complete 
your quest, you are going to 
need quite a few things 



|S| 



--- 





before you progress, many 
of them extremely difficult 
to find. In this extra special 
guide (brought upon by 
massive public demand) Til 
show you exactly what you 


need, where it is and how 
to get it. If you don’t want 
to know any of this, then 
read no further, Zelda is a 
challenge best relished by 
adventuous souls. 
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start from exactly where 
you were killed (not the 
nearest continue point) but 
you can do it three times 
and with full energy. Even 
the toughest guardian 
becomes easy when you use 
this trick. 

Don't confuse this with 
normal game continues, 
these put you way back in 
the game, often at the 
entrance of the last building 
you visited. This way, if 
you’re halfway through 
bashing a bad guy and you 
get killed, the damage you 
have already done will be 
retained when you are rein¬ 
carnated. 

A similar technique can 
also be applied to magic 
potions and towards the 
end of the game, is 


absolutely indespensable. 
Simply buy potions from 
the witch near the source of 
the river, making sure you 
have enough empty bottles 
first and when you're near¬ 
ing death, select a potion 
and use it. If you buy the 
potion of life, your heart 
meter will be filled again, 
but buy the potion of health 
and magic and everything is 
renewed. Later on, you are 
advised against entering 
dungeons without a full 
complement of this stuff. 


I f you want to give your¬ 
self the best chance of 
success, you're going to 
need a few things. One 
obvious but brilliant tip is to 
fill all your bottles with 
faeries. Many Zelda players 
waste time and money on 
life potions. It’s far more 
practical to use the faeries. 

Catch them using the 
net and fill all three bottles 
with them. When you are 
killed, the faerie will escape 
from the bottle and restore 
your life. Not only do you 


Travel back using the 
mirror to the Light World 
and head towards the 
Haunted Grove. If you have 
the shovel, a ghostly figure 
will appear on the tree 
























































D.M.C. CONSOLES 


THE RELIABLE NAME IN MAIL ORDER 


BUILDINGS, THE PARAGON, BATH, AVON, BA1 5LS 


»_> 


STREETFIGHTER 2 


WINGS 2 (JAP) 


SOFTWARE 

USA 

I AXELAY CALL 

BARTS NIGHTMARE 42.99 
FI ROC 44.99 

MARIO KART 43.99 
MARIO PAJNT+MOUSE49.99 
PAROOIUS CALL 

PRINCE OF PERSIA CALL 
RAMPART 42.99 

SOUL BLAZER 43.99 
STREETFIGHTER II 54.99 


SUPER FI CIRCUS 
JAP SUPER SMASH TV 39.99 
44.99 WINGS II ACES HIGHCALL 

- XANDRAS ADVENTURE - 
COSMO GANG 

- MICKEY MOUSE CALL 

- CYBERNATOR CALL 

44.99 SKINS GAME 42.99 

39.99 TOP GEAR 39.99 

DOUBLE DRAGON CALL 

_ UN SQUADRON 42.99 

52.99 ZELDA III 39.99 


■I TEL/FAX (0225) 448253 


Come and visit us at the shop 10am - 5.30pm Monday - Saturday. 
Please add £1 P&P Per game and £10 for Consoles (Courier) 
ift atodKtMegttkto.MBgi CO. Gameboy, Neo Geo, Gamegear, Turtogrsfc 18, Lynx 4 PC Engine 
Please Call for availability Please make cheques P.O'i payable to DMC Consoles 


SOUL BLAZER 


AXELAY (JAP) 


HARDWARE 

SUPER NES - USA (SCART) £99.00 
SUPER NES - USA (PAL) £115 00 
SUPERSCOPE 6 £49 99 

ANGLER JOYPAD £18.99 

ASCII JOYPAD £18.99 

APPOLLO ST. F. II JOYSTICK 
£54.99 

CAPCOM ST. F. II JOYSTICK£69 99 
HORI SF2 JOYSTICK £59 99 
PAL BOOSTER t £24.99 

NOTl 

All rvwncs and logos arc trademarks of 
their respective owners 

PRICES MAY CHANGE DEPENDING 
ON EXCHANGE RATES 


The Super Magic Game Convertor 

The Super Magic Game Convertor allows American and Japanese games to be played 
on the official UK Super NES 

Also allows official UK games to be played on the Japanese or American Super NES. 
Sturdy Cartridge-shaped design. 

Instructions supplied in English, French, Italian and German. 

Fully compatible with the European Super NES. 

Even runs Pilotwings, Zelda III and Exhaust Heat which some lesser convertors cannot. 
One convertor does it all. What are you waiting for? Order today 




Streetfighter II 4- Super Magic Game 
Convertor Only £65.00 4- £2 P8.P 

(Only while stocks last! Oftor ends 15th December.) 

fOnly £14.9JP 
L.- £i p 

Super Magic Game Convertor and Honey Bee are trademarks ol 


Honey Bee Industry! Company Ltd 
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LJ LIBRARY 


WE ARE NOT A SWAP CLUB 
THIS IS A UNIQUE IDEA THAT 
MAKES PLAYING 
AS MANY GAMES AS YOU WANT 

AFFORDABLE 


(Nintendo) 



FOR FULL INFORMATION PAK 
ALL YOU HAVE TO DO IS 
SEND S.A.E. ( 9 " x 5") TO: 
B6LONX)N ROAD, LEICESTER LE20QR 

TEL: 0533 - 557373 


. ■ ■ - • 

HINTS 'N TIPS 7V CHE A TS N POKES 

STREETFIGHTER 2.0891 445 927 

NINTENDO CHEATS N TIPS.0891 445 913 

CHEATS GALORE <say yes to Nintendo). 0891 101 234 

CONSOLE HOTLINE.0891 445 990 

CONSOLE CHEATS N TIPS.0891 445 991 

SUPER MARIO WORLD HELPLINE 0891 445 924 

THE IMMORTAL HELPLINE . 0891 445 928 

HEROS OF THE LANCE . 0891 442 025 

POOL OF RADIANCE . 0891 442 026 

THE WIZZKID COMPUTER QUIZ ...0891 101 255 
FOR FULL INFORMATION ON ALL 
OUR OTHER HELPLINES, DIAL 

0891 445 904 


ALL CHEATS AND TIPS LINES 
UPDATED WEEKLY 


Proprietor:- Guiding Light Computer Services, 
PO Box 17, A s h t o n - u n d e r - L y n e , OL7 OWW 
Calls cost 36p a minute at "Cheap Rate" and 48p a minute at all other times. 
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HOOKSHOT 




) V 



LIFT* READ TALK 


EQUIPMENT 

& • V 


PULL RUN SWIM 

.£ * W © 

L. 
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gaps, but you 
need a rather 
special piece of 
equipment. 

The Hook Shot 
to be precise 
and very lovely 
it is too. You 
can find the 
hook shot hid¬ 
den in the large 
treasure chest 
the first time 
you visit the 
Swamp Palace in the Dark 
World. When used, the 
Hook Shot snakes out on a 
length of chain. 

It will damage anything 
it touches, but if the object 
is raised above ground, say 
a fence post or a block, the 
Hook Shot will stick and 
then drag you accross to 
the object you have hit. The 
Hook Shot can also be used 


as a weapon and a fairly 
effective one too. All the 
advantages of the 
Boomerang but with a lot 
more power. It also allows 
you to cross the broken 
bridge on Death Mountain! 

In short once you get 
your hands on the Hook 
Shot the game opens up 
and progression is no longer 
the bind that you thought. 


O ften in the land of 
Hyrule, you'll come 
across chasms that can't be 
crossed, broken bridges and 
gaping holes. You can actu¬ 
ally cross many of these 

THE HOOK 
SHOT 






THE 

MAGIC 

HAMMER 


T he Magic Hammer is 
among the most diffi¬ 
cult objects to locate. It's 
hidden somewhere in the 
Dark World and you need 
it desperately for quite a 
few things. As you walk 
around the world of 
Hyrule, both Dark and 
Light, you'll come across 
large, stumpy fence posts. 

About twice as thick as 
normal fence posts, these 
look entirely impassable. 
There is a way however 
and to find it, you'll have to 
go to the Dark Palace. This 
is surrounded by a dense 
wooded area and is almost 
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impossible to navigate. 
When you do get through 
the forest, you will be 
accosted by a small monkey 
called Kiki. The little ape 
will then demand loads of 
money to accompany you 


to the Dark Palace 
entrance. Cough up the 
cash and he will open the 
castle gates. 

Once you enter the 
palace then the trouble 
really begins. 




























































































Video Games of America 

TOP TITLES AT THE BEST PRICES FOR SNES AND GAMEBOY. TRADE INQUIRES WELCOME 



WE ALSO STOCK SEGA MEGA DRIVE AND GAME GEAR 

HARDWARE 


AX£A/. 


BARTS NGHTMAflE. 

BUUSWIAKEPS _ 
GOQt WORLD 
DRAGONSI 
DHOOTY. 


STAR WARS 

SUPER DOUOEDRAGON- 

SLAPSHOT - 

PRNOEOFPBSA - 

TumfStf ..— 


LAGOON- 


-£3499 


_£39.99 



DBRTSni* - 

n uonMuiCiD 

- £39 v. 

WNGGO NWWVCW - — 

— £41 .W 
0999 

kathumi onr> 

moo 

WORLD LEAGUE SOCCER 

£3B99 

Sr= 

_£39.99 

moo 

SNES 

TOP GAMES 

—£53.99 

rxiuc kjftJOVXK 

Ca\ > 

ATCYV^^MRY 

OR 99 


— £3999 

CONTRA*_ _ _ ... 

X3699 

_ 

IfTVW ni^aPOM 

moo 

rmnor* 

—£34.99 

MAflOCART -- 

_ £4499 | 

DRAW®? - 

—£38.99 

MAOOPAHT 

PvETiM iVKFT 

_£47.99 

0999 

EARTHDEFBCE- _ 

EXTRA N#«£_ 

—£3450 

moo 


0999 

FZfpn 

—£3499 

RACED**! 

_ £39.99 

FMALFANTASY2 

-£41.99 

SlM EARTH - 

CTDMYraKKFR 

_ £39.99 

moo 

FNALRGHT - 

GRAOUS1- 

—£39.99 

-£3499 

a OTJ WKTYOBOOK 

0999 

HOUENC*€ 

-£3499 

SUPER BATTIE TAW - £39.99 

HOMEAIOC 

£3699 


IBMMNG&_ 


_0999 


PAMATV 0 


—£3299 

FIOTWNQS 


OROO 

HrrerrFP 


0400 



Oft 00 

rampart 


OROO 

RR* RACNG. 


OROO 

R0QCT5R.. 


OROO 

HNAJ.7URF 


-£3699 

C^AfTTRAJ) 


—£3699 
OROO 


■ 

OROO 

SUPB? GHOllS ft GHOSTS 

_£39.99 

0400 

qmrAcnWAMA 


_ 00.90 


SUre?WVC5Tl£MAMA -£3699 

SUPERRTYPE 


OROO 

sure? Smash tv 


OROO 

■mPGEAR _ 


_£3499 

IITOAMAN 0400 


xajtxa 


OROO 

«■ 


£39.99 

ZHDAI . 


_£3499 


SNES CONSOLE (SCART) 

ONE JOY RAD LI IS OR PLUS STREETFIGHTER II LIAO 
SNES CONSOLE (PALI) ONE JOYPAD £130 
OR PLUS STREETFIGHTER II £170 

SNES CONSOLE (SCART) 

PLUS TWO JOYPADS ♦ MARIO 4 £143 
SNES CONSOLE (PALI) 

PLUS TWO JOYPADS ♦ MARIO 4 £160 

CAN SUPPLY ALL LATEST AMERICAN GAMES 

MAGIC CONVERTOR 

OUR SUPER MAGIC CONVERTOR FOR SNES WILL 

PLAY ANY USA. JAP OR EURO GAME, OR ANY 
EURO, JAP OR USA CONSOLE. 

ORDER 3 GAMES AND GET A FREE CONVERTOR 
ONLY £9.99 


GAME BOY 

BATMAN/JOKER RETURNS.£20.99 

BART S ESCAPE.£20 99 

BART Vs JUGGERNAUTS.£20 99 

BLUES BROS.£20.99 

BELMONTS REVENGE . £20.99 

HUNT FOR RED OCTOBER . £20.99 

HOOK .-. £20 99 

JORDAN Vs BIRD ... £20.99 

PRINCE OF PERSIA . £20.99 

PA RADIUS £20 99 

ROBOCOP 2.£20.99 

SPIDERMAN 2.£20.99 

SUPER MARIO LAND.£20.99 

SUPER HUNCHBACK.£20.99 

TAIL GATOR . £20.99 

WWF SUPERSTARS . £20.99 

FERRARI GRAND PRIX . X20.99 

SUPER RC PRO AM . £20.99 

YOSHI . £20.99 


SUPER SOCCER- 


JOE ft MAC— 


—£39.99 


ALL THE ABOVE GAMES ARE USA GAMES - ALL USA GAMES WILL PLAY 
ON ANY CONSOLE WITH OUR SUPER MAGIC CONVERTOR 

ADVANCE ORDERS - NEW GAMES SELL OUT FASTI MAKE SURE YOU GET YOUR COPY OF THE GAME YOU 
REQUIRE ■ SEND THE COUPON OR PHONE WITH YOUR CREDIT CARD NO. - NO RISK - YOUR CHEQUE OR 
CREDIT CARD WILL NOT BE DEBITED UNTIL DAY OF DISPATCH. 


HOW TO ORDER 



CAU. OUR HOTLINE GIVING YOUR ACCESS / VISA / SWITCH NUMBER AND THE 
TITLE YOU WANT OR SEND ATTACHED ORDER FORM WITH YOUR CHEQUE OR 
POSTAL ORDER P*P GAMES Cl CONSOLES CS.OO COURIER DELIVERY 


SALES HOTLINE 

0403 752156 

TECHNICAL ADVISE 


SNES JOYPADS PLEASE SEND ME THE FOLLOWING 

DYNA 1 SUPER JOYPAD £1 9.991 .AT E.EACH 

QUICKSHOT MAVERICK . ATE.EACH 

JOYSTICK * Total enclosed inc.P&P E. 

HALF PRICE! £14.99 Access / Visa / Switch No. 

Expiry Date. . 

VIDEO GAMES OF AMERICA (UK) LTD Name Address 

HALE FARM EST, LOXWOOD RD, RUDGWICK, W.SUSSEX, RH123PB - FOR IRELAND PHONE DUBLIN 284 5098 I . 


SA 



HARDWARE 

USA SNES CONTROL SET - £11 ZOO 

USA SNES ♦ MARIO IV. .. £152.00 

USA SNES + SUPERSCOPE _ CT6Z00 

JAP FAMICOM (WITHOUT GAME) - C14Z00 

JAP FAMICOM + ANY GAME _ £184.00 

SUPER SCOPE .. £52.00 

CAPCOM POWER STICK .........£74.00 

CITY BOY STICK . £4Z00 

SN PROPAD ... £17.00 

ASCII PAD .£19.00 

JOYCARD EUROPE VERSION . £18.00 

SPELLBOUND ADAPTOR .E1Z95 

FIRE ADAPTOR ..-.£15.00 

UNIVERSAL ADAPTOR ..£15.00 

SOFTWARE 

HARLEY'S HUMONGUS ADV .-...£46.00 

SPACE MEGAFORCE . £45.00 

CHUCK ROCK __ £45.00 

DEATH VALLEY RALLY . -£45.00 

SPIDERMAN/XMEN _ £45.00 

OUT OF THIS WORLD . £45.00 

CHESTER CHEETAH . £45.00 

NHLPA HOCKEY 93 . £46.00 

UNIVERSAL SOLDIER . £46.00 


TOM & JERRY . £45.00 

SPINDIZZY WORLDS .„. £45.00 


WARP SPEED . 

.£45.00 

AMAZING TENNIS. 

.£45.00 

SKINS GAME . 

.£45.00 

FINAL FANTASY MQ .. 

.£45.00 

SUPER BUSTE BROS . 

.£45.00 

QBERT 3 . 

.£45.00 

MICKEY'S MYSTICAL QUEST . 

. £45.00 

TINY TOONS . 

.£45.00 

STAR WARS . 

£46.00 

FACEBALL 9000 . 

. £46.00 

JAMES BOND JNR .-__ 

.£46.00 

SKULL JAGGER. 

. £46.00 

SUPER DOUBLE DRAGON . 

.£46.00 

DESERT STRIKE ... 

£46 00 

SUPER MARIO KART . 

. £45.00 

J.MADDENS 93 _ 

. £45.00 

STREETFIGHTER 2 . 

. £45.00 

FI ROC __ 

. £45.00 


SOUL BLAZER . .£45.00 

AXELAY . £45.00 

HOOK . £45.00 

RACE DRIVING . £45.00 



PLEASE CALL FOR AVAILABILITY BEFORE ORDERING! 
PLEASE ADD £1.50 PER SOFTWARE ORDER + £6 FOR CONSOLS. 


rjJ22-.5J.5f7 5 7 



SUPER NES PRICE LIST (WINTER 1992) 


JAP SUPER FAMICOM (SORT. 2 JOYPADS) . £140.00 

USA SUPER NES (SCART. ONE JOYPAD) . Cl 15.00 

ADDAMS FAMILY ... £42.00 

F-ZERO . £41 00 

FINAL FLIGHT . £42,00 

SUPER GOULS AND GHOSTS . £42.00 

GRADIUS III . £40.50 

LEMMINGS . £41.50 

LEGEND OF THE MYSTICAL NINJA . £42.00 

SMARTBALL (JERRY BOY) .:. £41.00 

SUPER CASTLE VANIA IV . £42.00 

CONTRA 3-THE ALIEN WARS . £43.00 

SUPER OFF ROAD . £41.50 

SUPER SOCCER . £41.50 

SUPER TENNIS . £41.50 

WWF SUPER WRESTLEMANIA . £42.50 

SUPER SCOPE (GUN + 6 GAMES) . £44.00 

UN-SQUADRON . £42.00 

KRUSTY'S SUPER FUNHOUSE . £42.00 

STREET FIGHTER II . £55.00 

MAGIC SWORD (JAP . £42.00 

PRINCE OF PERSIA (JAP . £43.00 

PARODIUS (JAP)..: . £43.00 

TURTLES IV (TURTLES IN TIME) (JAP) . £44.00 

AXELAY (JAP) . £44.00 

SPIDERMAN X MEN . £41.00 

BART NIGHTMARE (SIMPSONS) . £43.00 

ZELDA 3 . £43.00 

TOPGEAR . £41.00 

ROBOCOP 3 . £42.00 

SUPER BANG (JAP) . £40.00 

SUPER COM 16M (CART TO DISK) . £225.00 

ALL PRICES SUBJECT TO CHANGE 


{ BELMONT ROAD. SOUTH HEATH. ERtTH. REST DAS If) 


All prices are inclusive except for postage and packaging which is £1.50 per game and £6.50 for 
consoles (next day couner £10.00). All games are USA versions unless 
otherwise stated. Please call to check that required items are in stock. 

Payment - send cash registered, cheque or postal order made payable to: 

Lasergames (UK). Cheques require 3-5 clearence 
(for instant clearance please write cheque card No. on back of cheque.) 










































































































































































































VtKvlIvKil/IKVi 


DOOM 

AND 

GLOOM 


Much of the palace is in 
complete darkness, and 
many of the rooms do not 
even contain lanterns. 
One floor gives way if you 
hesitate and requires a 
very fast run. 

On this floor you will 
be accosted by monsters, 
it is advisable to carry a 
pot to throw at them. 
When you find a dark 
maze beyond this level 
(you first need a key to 
the maze), follow the path 
until you find a broken 
section of wall. 

A bomb should open 
the wall and reveal a large 
treasure chest. Inside is 


T he location of the first 
crystal is indicated on 
the Dark World map. It's 
guarded by a fiendish mon¬ 
ster in the Dark Palace. 
With any luck, you'll 
already have the Magic 
Hammer. If you don't, then 
find it. 

As you enter the Dark 
Palace, choose the centre 
door and immediately run 
to the right, past the 
Turtles. Cross the bridge 
on the right, moving the 
block into the abyss. When 
you leave through the door 
at the top, you'll see anoth¬ 
er drop marked by an 
arrow. Jump down, there 
will be another door on 
your right, blocked offf by 
raised bricks. Ignore this for 
the moment and head up 
the stairs. You'll see float¬ 
ing baddies on a centre 


the fabled Magic 
Hammer. Now you can 
drive the wooden stakes 
into the ground, allowing 
you access to the well 
near the village and the 
top of Death Mountain. 

You will discover that 
many of the wooden 
stakes contain portals to 
the Dark World and many 
of these are essential to 
any kind of progress. The 
Magic Hammer can also 


P 


be used as a very effective 
weapon. It destroys some 
bad guys instantly and has a 
very pleasing effect on 
armoured baddies like the 
Turtles. Try the hammer 
on everything you normally 
hit with a sword. It holds 
quite a few surprises. 


Every time you get your¬ 
self a crystal one of the 
seven trapped maidens 
gives you a big pat on 
the back and warns you 
of your next adventure. 




Sid, because of you, I can 

escape from the clut 

the evil monsters. Thank you! 


THE FIRS! 
CRYSTAL 

platform, jump down and 
kill them. At the bottom of 
this screen, there is a gap, 
across which you will see a 
switch. Use a pot, hook shot 
or boomerang to activate 
this switch. The raised 
bricks drop and you can use 
the right hand door. 

In here you will find 
two rows of statues. Collect 
all the pots at the top right 
to reveal a switch. This 
switch opens a door at the 
top of the stairs, but you 
need something heavy to 
keep the switch activated. 

Move the statue at the 
top right and slide It over 
the switch. Now go through 


the door. On finding a room 
with a sliding spikey thing 
and a switch, fire an arrow 
at the switch and run right. 

Avoid the spike and 
you'll find a one eyed stat¬ 
ue. Shoot an arrow into the 
eye and a small earthquake 
will slide a wall back to 
reveal a hidden staircase. 
At the bottom of this stair¬ 
case is a wall of moles. 

Whack them with the 
hammer and you can pass. 
From here, it's a simple 
operation to find the cen¬ 
tral dungeon where you 
fight a scary monster. It 
wears a very strong suit of 
armour which can be 
destroyed with bombs or 
the hammer. When the 
armour disintegrates, 
agiowing brain is revealed. 
Use arrows or your sword 
to finish it off. 















































GAME PRO 

071 930 0600 


GamePro 

Alhambra House 

27 Charing Cross Road 

Leicester Square 

London 

WC2H OAU 

07 I 930 0600 


MONTHLY COMPETITION 
You can enter into our FREE 
monthly draw to win £100 
worth of software of your 
choice! Plus, if you buy a 
console you will be entered 
three times. Winners will be 
notified by letter. 


TR ADING HOURS 

Mon-Fri 9am • 9pm 
Sat/Sun 9am-7pm 


US A SUPER NINTENDO 

STREETFIGHTER 2 —. 54.95 

AMERICAN GLADIATORS — 27 NOV 
AXELAY _ 44.95 



BATMAN. 
CASTLEV4 

CHUCK ROCK. 

CONTRA III .. 
CONTRA 4- 


.44.95 

...31.95 

(DEC 

...39.95 

...CALL 


NEOGEO 

ALPHA MISSION 2.. 
BASEBALL STARS 2... 
CROSSED SWORDS . .. 
CYBERUP.. 

EIGHTMAN _ 

FATAL FURY— 

GHOST PILOT.. 


DEATH VALLEY RALLY-CALL 

FINAL FIGHT_J9.95 

HOOK_21 NOV 

JAMES BOND JNR-4195 

JOE A MAC--—39.95 

KNIG OF THE MONSTERS..44.95 

LEMMINGS —_39.95 

MARIO KART-4195 

MYSTICAL NINJA-J9.95 

PARODIUS_41.95 


KING OF THE MONSTERS.. 
MAGICIAN LORD 
MUTATION NATION 

NAM 1975 - 

NINJA COMBAT —,- 

SENG OKU _ 

SOCCER BRAWL - 

TOP PLAYER S GOLF - 


.99.95 
.149 95 

_99.95 

...49.95 

-J49.9S 

—129.95 

......99.9$ 

.......99.95 

..—99.95 

_129.95 

_49.9$ 

_99.95 

—144.95 

_129.95 

_19.95 


PGA TOUR GOLF.. 

PHALANX_ 

ROBOCOP 3. 

SMASH TV_ 


—39.95 

....44.9$ 

_4195 

..34.95 


</> ^ 


SUPER ADVENTURE ISLAND.39.95 

SUPER BOWLING-4195 

SUPER COMBATRIBES_—I DEC 

SUPER GHOULS'N’GHOSTS-39.95 

SUPER SOCCER CHAMP-39.95 

SUPER STAR WARS__15 DEC 

SUPERMAN-1 DEC 

TERMINATOR 2- 44.95 

THE SIMPSONS. 41.95 

TOM A JERRY_ .-4195 

TOP GEAR.... 39.95 

TURTLES IN TIME IV-43.95 

UN SQUADRON..39.95 

WWF WRESTLEMANIA_39.95 

ZELDA III-- J9.95 


QAMEB Q Y 

BATMAN.21.95 

BATTLETOADS_CALL 

BLUES BROTHERS_219$ 

JOE A MAC_CALL 

HOOK_20.95 

PITFIGHTER_.24.9$ 

PRINCE OF PERSIA__20.95 

SPIDERMANII___219$ 

STAR TREK__ 31.95 

STAR WARS___24.95 

SUPER MARIO LAND 2.CALL 

TERMINATOR II_31.95 

TOM A JERRY__ 20.95 

WWF SUPERSTARS II_.2195 

YOSHI_17.95 

HARDWARE 

UKWSA/JAP GAMES ADAPTOR 
(WORKS WITH MARIO KART)-.14.95 
US SUPER NINTENDO SCART ..109.95 



ASTRAL BOUT. 

.44.95 

JB KING JOYSTICK 

49 95 

BATTLETOADS- 

-...CALL 

rAprnM inYSTirk 

49 95 

DIRTY CHALLENGER- 

.CALL 

GAMEBOY ♦ GAME. 

.44.95 

FATAL FURY. 

.27 NOV 

ucn CCA i nr cvctcm 

299.95 

GOLDEN FIGHTER. 

,-..-48.95 



GUNFORCE. 

..44.95 



PARODIUS- 

_44.95 

POSTAGE & PACKING 

PSYCHO DREAM_ 

_CALL 

GAMES_ 

_1.25 

PRINCE OF PERSIA 

.—39.95 

ADAPTORS. 

.1.25 

RAMNAI/2_ 

_44.95 

GAMEBOY. 

_5.00 

SONIC BLASTMAN_ 

_4195 

SNES CONSOLE. 

.7.50 

SUPER ALESTE_ 

_4195 

NEO-GEO CONSOLE. 

. 10.00 

SUPER PANG-- 

_39.95 

JOYSTICKS_ 

.—CALL 


Total 

Please make cheques and postal orders 
out to Gamepro. 

Send to: Gamepro, Alhambra House, 

27 Charing Cross Road, Leicester Square, Signature I 
London, WC2H OAU 5 


Exp. Date 



C/M CITY COMPUTERS 


CONSOLE CO 

IW2.0LDBMM 

PEMm.com/iti 

tmemm 

mMxiwiLmm 

TEL/FAX 0 

(jtifi DjUjI ( shop & MAIL 0RI)F - R address) 
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ATE ST SNES TITLES 


Streetfighter 2 (US) ....59.95 

Mario Cart (US).42.95 

Race Drivin (US).42.95 

Axelay...42.95 

]. Madden 93 (US).CALL 

Desert Strike (US).CALL 

King of Monsters (US) .CALL 

Buster Bros.CALL 

Double Dragon (US) ...44.95 


Simpsons (US) . 41.95 

Robocop 3 (US) . 42.95 

Ramparts (US) . 41.95 

Turtles (US) . 43.95 

)ame Pond |nr (US) . 40.95 

Zelda 3 (US) . 41.95 

WWF (US) . 37.00 

Prince of Persia . 38.95 

Sim City (US) . 39.95 


Golden Fighter . 39.95 

Amazing Tennis . 42.95 

lames Bond Jnr . 40.95 

Castlevania . 34.95 

5 Pang . 39.95 

Un Squadron . 32.95 

Smash TV . 34.95 

Super Valis . 34.95 


RING FOR NEW ARRIVALS! 


PART KX< IIANGKOR SKIT. YOUR USED GAMES 


♦USED (JAMES INSTOCK* 


Game Exchange Service 


WIN WIN WIN 


Swap your unwanted game for any used or new 
game instock. Try us you will not believe how 
reasonable & incredibly fast we are! 

Random Service 

Send any game (exc Mario) and we will return a 
different game of the same value. Include a list of 
games ow ned - Charge £3.50 inc p&p. 


Mcgadrive I 

1 SNES USA 

+ SONIC 1 

(SCART) 

£104.95 I 

£114.95 


NEO-GEO UK 
PAL OR SCART 

£254.95 

I +1 game £309.95 


A Fabulous 
Super Nintendo (US) 
courtesy of 
Console Connections. 

Answer 3 simple 
questions on 

0839007781 

Competition Une Only 
Call Charges Calls cost 36p per 
min cheap rate 48p per min aN 
other times. Make Mire you a*k 
whoever pays the bill before 
you call Max length 4 mins, 
max can cost £1 99 


Delivery: Consoles £10, £1 Games, Same Day despatch. 





















































































































































































































he second crystal is far 
easier to retrieve than 
the first. You’ll see on the 
map that it is located in the 
Swamp Palace. You must 
go to the Palace in the Dark 
World and when you reach 
the entrance, travel to the 
Light World using the 
Magic Mirror. You enter 
the palace and activate the 
flood gates using the lever 
in the second room. 

The palace will then 
flood in a most attractive 
manner. Go outside again 
and use the glowing portal 
you have left to enter the 
Dark World. When you 
enter the palace now, you 
will find a river has replaced 
the floor. You can now 
swim around and reach a 
ladder that was previously 
too high to climb. 

In the Swamp Palace, 
you will be confronted by a 
lot of monsters and lots of 
statues will fire at you. It’s a 
very good idea to carry 


S o there you have it, 
the simple and 
unmistakable guide to 
the first two crystals. All 
you have to do now is 
collect the other five and 
save the land of Hyrule 
once and for all. 

Remember, the 
lessons you have learned 
searching for the first 


THE 

SECOHD 

CRYSTAL 

faeries in bottles at this 
point because you will lose 
a great deal of energy. 
There are loads of trea¬ 
sures to find and loads of 
switches to activate. The 
only confusing thing at this 
point is a hidden entrance. 

You should be able to 
guess its location by looking 
at the dungeon map. It lies 
behind a waterfall, second 
but last in a room that con¬ 
tains nothing but waterfalls. 
This leads straight to the 
guardian of the second crys¬ 
tal. The monster is sur¬ 
rounded by spinning fire¬ 
balls and these can be 
removed using the Hook 
Shot. When you snatch a 


two crystals apply to the 
second two. Listen care¬ 
fully to what the maidens 
tell you when you rescue 
them, they can often 
reveal valuable clues. 
Look for messages writ¬ 
ten on the walls, they 
can be a little cryptic at 
times, but they almost 
always reveal some 


W rapped up tighter than a 
mummies...ahh well never 
mind, at least you’re getting 
closer with Zelda. Now, if Zelda’s not your 
bag then although you’ve got a taste prob¬ 
lem (which I can’t solve) I can solve any 
other Super Nintendo related posers you’d 
care to send to: 

Dr Barry Diablo s Cheats Of Doom 

Super action 

Europress Interactive, 
Europa House, 
Adlington Park, 
Macclesfield SKIO 4NP 




/ 


fireball, destroy it with your 
sword or it will simply 
return to the monster. 

When you have 
destroyed all his fireballs, 
he will leap into the air and 
try to squash you. Watch 
his shadow to avoid being 
squished and finish him off 
with your sword. It's fairly 
easy to do and you will be 
well rewarded with the sec¬ 
ond crystal! 

Now you have to find 
the third of the crystals, 
located in the forest where 
you found the Master 
Sword, but how will you 
reach it in the Dark World? 
The Legend continues.... 


important facts. If you 
get stuck, go to one of 
the fortune tellers, he 
should reveal the next 
part of your task. 

I’ll print the rest of 
the solution in a future 
issue, so stay tuned - 
the Legend Of Zelda is 
about to be completely 
revealed. 
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Q Bert is a weird little individual who first 
appeared way way back in 1983 and caused 
quite a stir when the quirky little game 
turned up in the arcades. It was the perspective that 
some people just couldn’t handle, down seemed 
down but in Q Bert inputting down at a drastic 
moment meant jumping clean off the edge. 

He looks funny too, I mean nowadays people are used 
to strange characters to control around outlandish back¬ 
drops but old Q Bert takes the biscuit Small, furry and one 
hell of a nose - a cross between an elephant and a wool¬ 
ly smarty. It appears old Q Bert has been hard at it 
as this is the third adventure in the series, promising 
even more eye-popping multi-screen worlds to con¬ 
quer while being chased by a wild bunch of crafty 
characters. So it says here. 



It will take considerable patience to 
conquer levels such as these, espe¬ 
cially when old coiley is after you! 






ZX 80 

It is real treat to read the manual and discover the control buttons, just up-down- 
left-right No combination sequences not even a fire button in sight just the good 
honest direction manipulation. The first thing to do is to tilt your control pad 45 
degrees, this sounds a little scary but the perspective of the game is that disorientat¬ 
ing that it’s the only damn way to progress and stop you getting just a tad upset. 

Don’t worry if it all looks a bit mad. level one is a bit of a training and hardly 
any baddies get in your way to thwart your success. Object of the game in the first 
levels is simple enough you are faced with a three dimensional set of steps, jump on 
them and they change colour. Simple. One small thing, the 
first levels are easy, too easy and they don’t quite prepare 
you for the frustrations ahead of which there are many 
believe me. 

The most annoying by far are Sam and Slick who 
jump down the playing area changing the colours back 
again for you - being the nice green blob type things they 
are. Second in line for screen smashing quality is a purple 
ball. Looks quite cute falling down the screen, nicely 
drawn and all that but watch in amazement as it turns into 
a coily snake and jumps on you. 












Further levels 
mean landing on 
the tiles exactly 




ZX 81 

Level two and the fun really begins, you now have the task of 
stepping on each block twice. Not so bad but don’t forget your 
old mates wandering round changing those blocks back and 
stomping on you. As things progress so do both the quantity and 
quality of the baddies with surprise appearances by frogs, top 
hats, lefty .righty and weird tubes that spit red killer balls at you. 

Things are not all bad though, a few things are in your 
favour such as freeze balls which stop the baddies in their tracks 
and large fruit bonuses in the shape of strawberries, cherries and 
other summer goodies. Fruit is not the answer to your prayers 
though so small spinning disks have been provided at various 
points off the playing area. 

These are very handy as most of the baddies when they 
reach the bottom of the screen jump into the abyss so jumping 
off and on a spinning disk little Q Bert is transported back to the 
top of the stack. In further levels your playing area is split up into 
islands so you need transportation to each area. Yep. Disks. 


l/JC 20 

Q Bert has surfaced in various forms on just about every com¬ 
puter Dixons have ever known so what makes this version so 

special? The tunes are 
jolly enough, quite good 
actually with the levels 
that make you sit up and 
wonder what the hell is 
going on. Packing crates, 
hats, cakes, teeth, you 
name it and you can jump 
all over it to your heart’s 
content with Q Bert 
jumping up and down 
with glee should you 
complete. With the play¬ 
ing area overlapping the 
screen it is not always 
possible to see the entire stack so a helpful little feature has been 
thoughtfully included in the pause feature which shows an 
overview of where Q Bert is and where the incomplete squares 
are etc. Only snag being you don’t see the positions of the bad¬ 
dies so you have to use up your own memory cells and actually 
remember where they were. The backgrounds do deserve a 
mention as they are exceptional with just about every shape and 
form smoothly scrolling past your play area with an alarming dis¬ 
traction capability. 
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So what do umbrellas, amoeba and other animated indescribables that are going on 
in the background have to do with our furry friend? Well, nothing really but my 
word they don’t half look nice missus ooh yes indeed. Take special note of the 
selection screens and the GAME OVER backgrounds now didn’t I tell you they were 
special? Yes I did. They are. Dead special. Pity the sound effects are not up to the 
same detail, I mean you should be rewarded with something after an exceptional 
performance not a peep. You do get strange squeaky noises when you are trod on 
but it’s hardly a conversation piece. Still, at least there’s no waiting around for the 
tape to load or rummaging around for your aerial connector after slinging you mum 
off the telly during Crown Court 

The playing board is not always a standard triangle I mean 
that would be a tad simple would it not? Instead after a few levels 
you are faced with a sculptured landscape of anything from birth¬ 
day cakes to rotten teeth beware of being trapped down a limb as 
that snake will nail you in no time. 




fv* 
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grounds flashing by I 
can toll you. 




.W* XL'* > 


F or my sins I had never played Q 

Bert before. So when it was f 
loaded up I was very dubious 
about the chances of me playing it for 
any more than five minutes. It certainly 
doesn't look like the kind of game that CJ I fXl O PI K i T f 3 R 0 
is going to hold your attention , styto I've 

been wrong before. I was pleasantly suprised at the emotions the game stirred 
in me. People were trying to wrestle the joypad off me while I screamed that I 
just wanted one more go and how “this time I'll complete it'*. Sad, very sad. 
Along with such addictiveness the game also harbours quite a deal of good 
graphics. The backgrounds are amazing but It is in the nature of the game 
that the sprites are merely functional. Q p the whole a welcome surprise. 




Simon Kirrane 
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HORace 

Collecting the bonus ripe fruits does wonders to your score as 
does getting your own back by rubbing out Sam and Slick so 
keep this up and you are rewarded with extra lives which are 
essential for progression within the game. 

A handy hint in case things get a bit on top of you in the 
snake department is to lure old Coily and his persistent friends 
to the bottom edge and then at the opportune moment leap into 
the abyss and land onto a disk. Now although they are mean, like 
all professional enemies they are also very very stupid so it goes 
without saying it’s curtains for our foes leav¬ 
ing them to drop into oblivion and you to 
hop around happily with a clean board. 
Watch out for the freeze balls too, these 
stop the nasties for a few moments so again a 
clean hop lies ahead. 


a ll sounds just a bit too easy? 
Think again, from level five 
onwards you must land on 
each cube exactly once or it just 
reverts in colour. From level six you 
have to land exactly twice. Working f 
out a system is all very well and 
might actually work for a bit but as 
soon as the levels start splitting up, 
disaster time so extensive use of the 
spinning disks, the right spinning 
disks is needed. Sounds frustrating 
and is . All in all a great game that 
keeps the nostalgia of the originals 
with the shocking reality of SNES 


Stei/e atherton 
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It Rail 88% 


conversion. Once mastered the • *1 

control co-ordination is easy 

enough but don't despair as you I _ 

will frequently leap off in the eatfy 

stages and this may cause certain, personal embarrassment. There are 
enough levels( 100 in all) to keep your interest up for some time and crashing 
around on rotten teeth has a certain appeal , as does wiping out the baddies 
at certain stratigic moments. Not a massive game to have people camping 
out to obtain but jolly good fun and why not bring the nostalgia back from 
your humble speccy or C64? Why not indeed 
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t the very heart of the world, a dark tower stands. Here, the cen¬ 
tre of all knowledge and power in the Universe. One day, the bal¬ 
ance of this power was thrown. Evil forces stormed the tower and 
removed the source of its power. Four crystals. These crystals contain a 
mysterious and incredible force. No man knows the secret, but those who 
posess the crystals prosper and flourish. 

The tower itself was a dark and mysterious place and for centuries, man had 
looked for a way to open the tower. Magic coins held the doors open but these too 
have now been stolen. The monsters began to consume the very life of the planet. 
The planet grew dark, the people afraid. Enter Benjamin, a 
small bloke with a pointy head. He has taken it upon himself 
to save the world. He must recover everything these crea¬ 
tures have stolen and return the objects to their proper 
place. Small and weak, slow and powerless, how can he 
stand against the might of such evil forces? I bet he drinks 
Carling Black Label. 


* * 
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It’s all about wandering 
around killing things, 
rescuing maidens and 
finding treasure. 
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Oh gr«ot trm • 
forest, pleas 
Ulindia.1 


spirit of the 
i let us through to 
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Mummy attacks with 8l««p 
Powder. 
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A vast expanse of map area represents 
the Overworld. Most of your travelling 
is done on this screen. You’ll want to 
wander around immediately, but it’s 
not that simple. You must follow the 
directions that you are given so that 
the true nature of your quest can be 
revealed. The Overworld is densely 
scattered with icons, each representing 
a feature of the landscape, this could be 
a town, a castle or a battlefield. 
To reach these icons, you may 
have to overcome some kind 
of obstacle, be it a maze, a puz¬ 
zle or even a battle. The 
arrows that show you the 
directions you can travel also 
provide valuable clues. It can 
show you where your next 
challenge is, or where you 
should go next. Hapless wan¬ 
dering is not a profitable activi¬ 
ty and can lead to more trou¬ 
ble than it’s worth. 


super acnon 


There are two kinds of chest scattered throughout the land and 
many of these hold the key to success. Wooden chests tend to 
hold everyday items that come in handy from time to time. They 
may contain medicinal aid for your unwell hero. 

You can use these immediately or save them for scarier 
moments. The treasure chests are a little more ornate and hold 
stuff like money and magic weapons. These are a lot harder to 
come by than the wooden chests and are worth more. Wooden 
chests are generally found just lying around but treasure chests 
are often guarded by wandering fiends. Be on your guard at all 
times and ensure that your greed doesn’t lead you into peril. 


The pla.ying area is vast, 
just wandering around 
aimlessly might take 
weeks or years, so like all 
good warriors keep your 
quest in mind 
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As every intrepid dungeoneer knows, there are three basic kinds of 
magic. These are White magic, Black magic and Wizard magic. The 
first two speak for themselves, but Wizard magic is neither good nor 
evil, just useful. Being slightly impure, it tends not to be as powerful as 
white and black magic. Within these three types of magic, you can 
hold up to four spells. 

A full complement of magic will endow the owner with twelve 
spells. You can pick up spells all over the land, usually as a reward for 
some completed task. Remember, your current ally may have a differ¬ 
ent complement of magic spells, these are also at your disposal. Most 
of these spells are used in the heat of battle and have a destructive 
effect on the enemy forces. Some however are only to be used as 
healing spells, saving you or your pal from certain death. 



Ves, you Traxx? 

Only you could be the Krnght 
spoken of in the Prophecy..• 


Patronising behaviour 
from the powerful I wizard 
means your enrollment 
into the realms of dan¬ 
ger and intrigue 




mUSTIC QUEST 



Although you start your quest alone, you can pick 
up friends and accomplices on the way. In the 
previous games, you could assemble quite a 
large team to aid you in your quest, in this 
game however, only one friend can travel 
with you at any one time. These charac¬ 
ters are especially useful in battle and 
may possess weapons and magic strength 
that you need. Unlike you. their strength 
and experience will not improve and they 
retain the same level of ability the whole 
time they are with you. 

As you progress through the game, the 
characters you meet will be stronger and better. You can 
check them out in an option screen to see what they’ve 
got and decide from there if you want them to help 
you. Don’t just pick them because you fancy them or 
you’ll end up dead. Some of these geezers tend to 
bugger off when you need them most, usually just 
before some encounter with a large, angry monster. 
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Look o«»«r th«rc. 

Thot'» tho Focus Tow#r. one* th< 
hoart of World. 
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Beens 1 uus i icjht' 

At lcv*t 1 *m« found o true Krtiqht! 


This twig contains great 
power and significance, 
a fact sometimes eas ily 
overlooked. 


, V sir - 
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But you told you w«r* SURE I 
wo» the on«l 


sai/ 6 D yOUR LIFE 

Saving is a very important part of the game. If you don’t save 
after every feat accomplished, you may find yourself having to 
fight a particularly nasty bad guy twice. You can save several 
games which is a nice idea if more than one 
player is using the same cart, it also gives you 
the chance to return to an earlier section if you 
think you may have missed something. My 
advice is to save every time you do something 
of more consequence than a sneeze. The save 
option is battery backed, so your saved games 
should last at least five years. With any luck, 
you’ll have completed it by then. 


Your first task 
is to defeat this 
evil fire breath¬ 
ing dragon. 


FIGHTIRG aRTS 

Just like real life, fighting in this game is 
a combination of attack and defence. 
Defence Power is the thing that deter¬ 
mines how many hit points you can 
take. When an enemy attacks, he will 
remove hit points from your total. 

When this total reaches zero, it’s 
all over for our hero. You can assign 
defence points to various bits of 
armour, depending on how you think 
the enemy is going to attack. Properly 
used armour will save you a lot of grief. 
Improperly used armour will land you 
in a cosmic ambulance. The same thing 
applies to attack. You choose the most 
suitable form of offence to attack the 
various creatures you encounter. It 
may be a weapon, it may be magic, but 
it had better be the correct choice. 
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I suppose it is h 

games: interactive 

adventures with 5 j (Tl O PI K i T T 3 I“1 G 
ghouls, ghosts and 

and cutesy lead characters are going to keep on coming. I 
enjoyed playing this but didn't find myself drawn in to it as 
much as I have with the others, there is plenty to do and 
there are a lot of adventures to complete, oae of the thing 
that stuck in my throat most was the combat Mystic Quest 
takes a very traditional RPC stance here rti opposed to the 
arcade option of hacking at things. Not my cup of tea at all. 


Each dwelling 
can house any¬ 
thing imaginable. 
Here are two 
incredible beds! 


a et another RPC, but this 

one is easy to get into and CS < 1111 , 4 HZII £ 

very, very detailed. 

Inevitable comparisons will be 
drawn with Zelda, but this is some¬ 
thing quite different. More think- , Frank O’ConnOT 
ing, more strategy and more 
patience are required if you want 

often a complicated. The 

but some of the control systems are Eft* 
downright mind boggling. The. 
graphics are incredibly dull, but 
well drawn and reasonably well am- 
mated. Die hard RPC fans will be 

get weeks and weeks of fun from 2&JH 
this. If you're not heavily into RP$s 

though, you would do a lot better to try something like Zelda or Soul Blazer 
though. This is good, technically fine and very big. A little tricky though and 
a little too long winded for my liking. 
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100% UIDEO GOME 

AU THE LATEST SNES RELEASE 


NEO GEO - PC ENGINE - SEGA - SNES 


AXE LAY . 49.99 

AMAZING TENNIS . 49.99 

DESERT STRIKE . 49.99 

FACES ALL 2000 . 44.99 

FATAL FURY (JAP ). 49.99 

JAMES SOND JNR . 49.99 

MARIO KART . 49.99 

MICKEY MOUSE . 49.99 

OUT OF THIS WORLD . 49.99 

PRINCE OF PERSIA . 49.99 

SPACE MEGA FORCE . 49.99 

SPIDERMAN & X MEN . 49.99 

SOUL SLAZER . 44.99 

STREETFIGHTER 2 . 54.99 

STAR WARS . 49.99 

WINGS 2 . 49.99 

WING COMMANDER . 49.99 

UK ADAPTORS (RUNS ALL GAMES).12.99 


HUGE SELECTION 
OF USED GAMES 


PART EX 
WELCOME 


SOUTH COAST COIXISOLES 



Unit 17, The Tricorn Centre, 
Portsmouth, POI 4AN. 
Tel/Fax: 0705 819269 
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H ave you ever paid a fiver for a tiny bowl of strawberries and 
cream? have you ever queued round the block in a boring but 
pleasant suburb of London? Have you ever been to Wimbeldon? 
It’s all very well watching spoiled middle class brats whacking a tiny yel¬ 
low ball around a court and earning millions of pounds in sponsorship, but 
wouldn’t you like to be in their garish but supple shoes? 

David Crane’s Amazing Tennis gives you the chance to do just that. Hit the 
courts with your highly attractive shorts and a bad attitude. Give the umpire abuse 
as he makes dodgy line calls. Grunt and shout as you lunge for the shots. Rush 
around like a mad thing, skidding on the clay and sliding on the grass. Thwack, thunk 
and boing as you try to win the tournament of a lifetime. Go for it, advantage, 
deuce, game, set and match! 
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Dai/ID WHO? 

David Crane is the world’s second 
most successful game designer. He is 
second only to Shigeru Miyamoto, the 
designer of the Super Mario series. 
David Crane started his professional 
life with Activision and was responsible 
for some all time classics. 

His most famous game was the 
then incredible Pitfall. That game alone 
sold an unprecedented four million unit 
and revolutionised the look of modern 
platform games. It remained number 
one in the video game charts for an 
incredible 54 weeks. He also designed 
Dragster, Freeway and naturally 
enough. Pitfall 2. David Crane is a keen 
Tennis player himself and used his own 
experience to design what the packag¬ 
ing claims is the most realistic Tennis 
simulation ever. 

15 years of video game program¬ 
ming have put him way up there with 
the best of the best. Sadly though, 
David Crane is a specky nerd who 
doesn’t get out enough. 


Things have gone horribly 
wrong at the start of the 
match. 3ugger this up and 
it’s a double fault. 
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SUPGR SURFaCG 

There are three different (very different) court surfaces, these affect the way both 
your player and the ball react The hard surface is a kind of solid plastic surface, very 
similar to the stuff you find on school gymnasium floor. This gives the most pre¬ 
dictable bounce of any court and has absolutely no 
effect on the ball’s angle or speed. This is the easiest 
court to play on and reccomended for beginners. 

There is also a more traditional grass court This 
causes the ball to behave very badly indeed and caus¬ 
es an erratic low bounce. The ball always moves fast 
on grass so you have to be very well prepared. Keep 
on your toes though and keep moving. The clay sur¬ 
face is a real pain in the ass and easily the most diffi¬ 
cult of all. The ball bounces higher, but very slowly 
and can be quite difficult to hit You should hold your 
swing a little longer on a clay court 


I see the other guy, but 


where the hell are you? I 


bet you've gone down the 


pub for a pork pie and a 


couple of pints of warm 


yet refreshing beer 
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TOURnamemr TRiaLs 

There is a fairly hefty roster of computer controlled opponents to work your way 
through, but strangely enough, they are all blokes. Not a girlie in sight! Tennis is one 
of my favourite games, but only because I like watching girl’s pants as they reach for 
those high shots. A bit sad admittedly, but rather that than a shot of some bloke 
with Plumber’s Cleft. The players you have to defeat come from all over the world 
and are ranked according to ability. So sad are the British Tennis players that not a 
single one has made it into this 
game. The players come up 
against you at any stage in the 
tournament and this element 
of randomness adds a great 
deal to the proceedings. Of 
course, it also means that you 
can have a desperately hard 
first game followed by a ridicu¬ 
lously easy second. Still, that’s 
the way it happens in real life 
so it must be realistic. 
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D on't all the umpires sound 
really weird at Wimbledon 
every year? It's like they 
hold their nose or something during 
announcements? Well all Qf this 
atmosphere has been brought to your 
console and the speech and effects? 
are just fantastic with an easy control 
system to boot. It's going to be very 
popular this one, everything seems 
right about it with a huge range of 
competition opponents and surfaces 
to test your racket skills. Serving is 
the only difficult part to corftjuer but 
once mastered seems second nature.* I 
Top Tennis related laffs and jih 
unmissable sporting experience/ 


SHOOT OUT 

There are a variety of shots that can be 
employed to fool and confuse your 
opponent. Most commonly used of 
these is the soft slice. This is a safe and 
flexible shot which goes in a nice 
straight line and over the net by a safe 
margin. The hard topspin is difficult to 
use but very fast, the ball goes at unbe¬ 
lievable (and often uncatchable) speed. 

A lob is designed to confuse the 
unwary opponent and goes soaring very 
high in the air. Foolish players run 
straight under these balls and end up in 
real trouble. The drop shot is a classic. 

The ball races forward with loads of top 
spin and then suddenly “dies” in mid air, 

dropping miles in front of the somewhat befuddled opposition. Laugh as they franti¬ 
cally scrabble forward in a vain attempt to reach it. Hardy, har, har. 
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Although the scores are 
even at the moment, it 
could all change with just 
one well placed serve. 
Smash that ball down 
the court and win! 













































































LOOK OUT FOR LGFTy 

David Crane’s Amazing Tennis will almost certainly be compared to Super Tennis. 
Both games feature realistic sound effects, gorgeous mode seven graphics and mass¬ 
es of special features. The one thing the Amazing Tennis has, that Super Tennis 
doesn’t, is the facility for left or right handed play. 

We asked Ian Tindale, the only left handed player in 
the office if he preferred using the left handed 
option on Amazing Tennis. “Provisionally yes," was 
his reply,"but this is a right handed joypad, so what’s 
the point?" We had to agree. This is a very silly 
option which has little or no effect on the outcome 
of the game. 



sgri/icg PLeaso 

Each server serves for the duration of one game, shifting from left to right on the 
court. The first point in a game of Tennis is always served from the right hand side 
of the court. At the end of each game, the players swap round, with the reciever 
serving and vice versa. To serve, you simply throw the ball in the air and choose one 
of two service buttons. One serves a safe, steady ball into the opponent’s service 
box while the other is a deadly fast smash. 

You get two chances to serve, failure means a fault, two failures mean a double 
fault and a point to the other player. It’s a matter of good timing and excellent 
hand/eye coordination. You can fault in three ways, by missing the serve entirely, by 
hitting the net, or by landing the ball outside 
your opponent’s service area. Try not to mess 
it up, most points are earned on service and 
mastering it can be the key to success. 


I love it. My mum loves it. This is 
ace. This is real tennis, this is just 
like being there. Pitfall was one of 
my favourite games of all time and 
as soon as I knew that this was pro¬ 
grammed by the same geezer, I 
knew that this was the game for me. I 
I was not wrong. Stunning graphics, 
brilliant sound and the best anima¬ 
tion yet seen on the Super Nintendo 
all add up to the toppest tennis 
game so far. It rate* very well 
against Super Tennis, although the' 
two games are near identical in play. 
The presentation of Amazing Tennis 
is what pushes it that tiny margin 
past Super Tennis. Easy to get into 
and impossible to get out of. David 
Crane's Amazing Tennis is brilliant. 



Frank O’Connor 
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Dear Guys, 

I would very much like to know if Super Mario World II will be coming out 
on the SNES. Also I would like to know; 

1. Is the Pro-Action Replay better than the Super Magic game converter? 

2. Is Rival Turf worth buying and could you please give it a mark out of ten? 

3. Which is the better hand-held. Game Boy or Atari Lynx? 

4. Is there a mouse out for the SNES? 

5. What game should I buy next, Joe and Mac, Top Gear, Barts Nightmare, 
Addams Family or Castlevania IV? 

Glenn Dunbar , West Molesey, Surrey. 

A sequel to Super Mario World has been hinted at by its pro¬ 
grammer, Shigeru Myamoto, but it’s still some way off. As to your 
other questions: 

1. It does a lot more than convert games, but then it costs more. 

2. Reasonably good and it would get about seven out of ten. 

3. Game Boy is cheaper to use with more games available. 

4. Yes there is, it’ll be available officially just after Christmas. 

5. I’d buy Castlevania or Bart’s Nightmare. 


We’re out of our collective trees! 
But that is of no consequence - 
what does matter is that we’re here 
and we’re surrounded by massive 
hessian sacks of mail. 

Well, the Super Action general 
public have excelled themselves 
once again. Postie came a-crying 
about his stiff back so we hit him 
with a big stick and told him to shut 
up and keep lugging the stuff in. 
Which he duly did. 

Here is a selection of the best of 
this month’s mail, keep it pouring in 
to this address: 

Bill and Bens Poison Pen 

Super action 

Europress Interactive, 
Europa House, 
Adlington Park, 
Macclesfield 
SKI □ 4NP 


Dear Guys, 

I’m totally brilliant at football, but absolutely crap at SNES 
Super Soccer (to the point of sounding like Graham 
Taylor after every match). Can you or your readers 
tell me of any cheats to enable me to recapture my real 
life brilliance. 

Pe/e, Gateshead. 

We’ll be printing codes in a future issue, but we 
don’t know of any straightforward cheats, anyone 
out there know any? 


Dear Guys, 

Could you please answer me a few of the following 
questions; 

1. When will Race Drivin’, Mario Paint, Axelay and Super 
Off Road be released in the UK? 

2. Can you buy a Super-Scope seperately and if so, how 
much and how long before it will be released? 

3. What’s your favourite flavour of sauce at McDonalds? 

Ronald McDonald , West Sussex. 


A few, I will gladly answer them all! 

1. Early next year my clowning chum! 

2. Yes, at an incredible £59.99 

3. Oh, I like barbeque. 



Dear Guys, 

Could you please answer a few of my questions; 

1. When will Nigel Mansell be realesed here in the U.K? 

2. When will Mr Nuts be realesed? 

3.. Will the Super FX chip be realesed soon and how much will it cost? 

4. When will the CD ROM-XA be realesed and how much will it cost? 

5. Which is the best game out of Top Gear, Nigel Mansell, UN Squadron 
and Super R-Type? 

Neil Brown , Surrey. 

1. Early next year seems likely. 

2. Again, Spring/Summer next year. 

3. The first game to have the Super FX chip on board will be 
released in Japan in February or March. It will cost nothing, it 
comes built into the host game. 

4. August 93 at the very earliest and it will cost between £100 and 
£200, depending on the Japanese/American price. 

5. It’s a tie between Top Gear and UN Squadron and Mansell isn’t 
finished yet. 
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Dear Guys, 

First of all I would like to congratulate you on an excellent mag. Please 
could you answer the following questions; 

1. When will Streetfighter II Champions Edition be released? 

2. How much is a Capcom Joystick, I have seen the price ranging from 
£59.99 to £89.99. 

3. What is a PAL booster? 

4. Will Soccer Brawl on the Neo Geo be released on the SNES? 

5. Can I have your copy of King of the Monsters? 

Stephen A Msgreave, Dewsbury, West Yorkshire. 

1. Possibly Summer next year, Capcom aren’t afraid of updating 
their existing titles as was proved with Final Fight Guy. 

2. It'll cost you anything between 50 and 80 big ones on import. 

3. It enhances picture and sound quality on Jap/US machines used 
in this country. 

4. Almost certainly, late next year. 

5. You'll have to fight us for it. 


Dear Guys, 

I went to America at the end of the summer holidays and 
I bought Street Fighter II. I was really excited and when I 
got home the first thing I did was to run upstairs and put 
it in the universal adaptor. When I switched on the TV it 
had double picture, fuzzy sound and the colour was crap. 
We tried tuning it and tuning but it still wouldn’t work. 
Do you know what is wrong? 

Also one of my friends has an Atari ST and says that 
Super Mario Bros., Addams Family, Street Fighter II and 
Sonic are coming out on his machine. Is this true? 

Robbie Bays, Oakley, Beds. 

It's a mystery, our copy works fine on a British 
machine. As to your pal’s claims, he’s obviously 
mad. Streetfighter and Addams Family yes, but 
there's no chance of Sonic or Super Mario World. 


Dear Guys, 

I am completely new to the SNES and wonder if you could answer a couple 
of questions; 

1. Is there any truth in the comment by another Nintendo magazine that by 
using an adaptor you can blow the fuse in the SNES and will invalidate your 
warranty? 

2. If so, is this the case for the Japanese, American and UK machines? 

3. Can the American SNES (SCART) be used on a UK Television with a 
scart socket? 

4. Is the American SNES with a PAL booster the same as a SCART 
machine? If so, does it run 17% faster than a UK SNES and will it display a 
full screen image? 

5. Will you arrange for the person who allowed the subscription forms to 
be printed on the letters and preview pages to be shot? 

Andrew B Smith, Whitchurch, Bristol. 

1. It will invalidate your warranty but there’s very little chance of 
it blowing your fuse. 

2. I suppose it is. 

3. Yes it can. 

4. Nothing like it and no it won't. 

5. It has been done. 


Dear Guys, 

Your magazine is cool with new 
ideas and since you are all so 
brainy answer these questions 
please; 

1. Can you play normal CD’s on 
the CD ROM-XA when it is 
released? 

2. What is the best control pad 
on the market at the moment? 

3. Is there a cheat on SF II so 
that you can use the last four 
players on the SNES? 

4. Can I have a SNES game 
please? 

John, Fife, Scotland. 

1. Yes you can. 

2. Still the one supplied 
with your machine I'm 
afraid. 

3. No there isn't. 

4. No you can’t. 
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Dear Guys, 

Please could you answer these questions about the IREM 
Skins Golf as I am unsure about purchasing it. 

1. Is it any good ? 

2. Is it a conversion of the fab arcade game “Hole in One 
Golf’ by the same company? 

3. How many players can play together? 

4. When will you review or preview it? 

5. What percentage would you give it? 

6. What do you think is the best golf game for the SNES? 

Please print this letter as Imight buy IREM Skins for 
Christmas 

David Hunter, Sutton Coldfield, West Midlands. 

1. Yes it is actually. 

2. Sort of, but slightly different. 

3. A whopping great four! 

4. In this issue you daft get. 

5. Read for yourself. 

6. Maybe this one, or perhaps Hole In One. 






Dear Guys, 

I have two questions which I would like you to answer; 

1. Is there a cheat for the Jap version of Super Ghouls ’n’ 
Ghosts that allows you to select a weapon for any level, if 
so what is it. 

2. Is the JB King joystick compatible with the UK SNES? 

Gavin Hall, Darlington, County Durham. 



1. No there isn’t, but there is a level select cheat, 
revealed in a previous issue. 

2. Yes it is. 



Dear Simon, 

Please please forgive me for not bringing you any dinner. I was so upset to 
realise how hard you have been working over the weekend on the maga¬ 
zine. I am a selfish, unthinking girl that can only hope you will look in my 
direction again and give me one of those beautiful smiles. If I can do you any 
favours don’t hesitate to ring me and when my car is better I would like to 
take you out for a drink as means of an apology. 

Anne Admirer, Macclesfield. 

Simon has been brutally killed as a punishment for making up 
letters from saucy girls in a vain attempt to spice up his life. If we 
can piece his scattered corpse together in time for next issue, he 
may have a letter from a real person, although it will probably be 
a legal writ. 


Dear Guys, 

I would be grateful if you could answer my questions; 

1. The SNES mouse has two purple buttons will they be changed to either 
yellow, red. green or blue? 

2. The Super Advantage has two purple rectangles on it as has the 
American SNES, will they too be changed to the above? 

3. Will Nintendo ever bring out a 64-bit machine? 

4. After CDs have been worn down will Nintendo ever bring out a home 
virtual reality machine? 

David Terns, Bury, Lancashire. 

1. They will remain purple. 

2. They too will remain purple, look, do you have a problem 
with purple? 

3. There is no absolutely such thing and a RISC chip would be 
better anyway. 

4. I know something you don’t know.... 



itar. j 





Dear Guys, 

I have a British Super Nintendo and an adaptor to run 
Japanese and US games on it I was going to buy Super 
Mario Kart (US Version) in my local store and it said on 
the box “WARNING THIS CART WILL NOT WORK 
ON BRITISH UNITS EVEN WITH AN ADAPTOR” I 
asked the man if this was true and he confirmed this say¬ 
ing that the company had put a device in it to stop people 
playing with the adaptor. Is this true? If so will they be 
doing this on all American Games? 

Richard Hobden, Brighton, E. Sussex. 





There is no device to stop you running carts 
through an adaptor, but some games won’t work 
due to timing differences on British systems, it’s 
the luck of the draw I’m afraid although 95% of 
titles will work. 





Dear Guys, 

I have just bought the third edition of your excellent mag and still have a 
few questions concerning the SNES; 

1. Is there a difference between UK and US/Japanese games, and if so would 
it effect brill games like Axelay? 

2. Is there any difference between PAL and SCART and is it worth my while 
buying a US or Japanese SNES? 

3. Which is the best and safest (and cheapest) converter around? 

4. Apart from Mario which game would you buy? 

5. I want to buy a "pack” which one should I buy? 

Richard David, Brighton. 

1. There are many differences, explained elsewhere in the mag, 
but most imported games work well enough. Axelay does get 
glitchy on level two when used on a British machine. 

2. It’s up to you. If you have a monitor rather than a TV, then a 
US Super Nintendo is a worthy purchase. 

3. I can’t reccomend one over another as they are all virtually 
identical. Make sure that the one you choose has an eject lock 
though, or you could accidentally remove a cart while the power 
is on (not a good idea). 

4. A good one. 

5. The one you like best, although the Super Scope pack looks to 
be the best value. 
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Dear Guys, 

I enjoy your mag it’s very good, super brill and all that 
but could you please answer a few questions for me; 

1. Is it really safe to use US games on my universal 
adaptor, I have Prince of Persia on Famicom and that 
works fine. 

2. When will Sensible Soccer be out on the British SNES? 

3. When will Super Star Wars be out and when will you 
be reviewing it? 

4. Which is the best golf game to buy at the moment? 

A.B Porter, Saltburn, Cleveland. 




1. As far as we know, it is utterly safe to do this, 
but remember, some games won’t work (like 
Pilotwings for example). 

2. Late next year. 

3. January or February and we’ll give it a full 
review very, very soon. 

4. Irem Skins is very nice indeed, as you’ll see if 
you turn to page 32. 


Dear Guys, 

Please please answer these questions; 

1. Why does Streetfighter II cost £65.00? 

2. When will the CD ROM-XA be out and how much 
will it cost? 

3. Is Spiderman and the X-Men worth £50.00? 

4. Is the Super-Scope worth £60.00 because all my mates 
say it’s a load of rubbish, what do you think? 

I want to congratulate you on your magazine beacause it 
is the best mag ever. 

Philip Halsall, Preston, Lancs. 

1. Because it uses twice as much memory as other 
cartridges. 

2. August next year at $200. 

3. Is anything worth £50? 

4. It’ll be well worth it when the software support 
gets going. 


Dear Guys, 

I have recently heard somewhere (ah but where?) that 
Sega are releasing Street Fighter II Champion Edition on 
the Mega Drive, if this is true will it be better than the 
SNES version as it is als being produced on 16 bit car¬ 
tridge. Also will Street Fighter II Champion Edition for 
the SNES be on cart or CD. 

Keep up the good work on producing a completely 
excellent magazine and could you send me £50.00. 

Tim Martin, Yate, Bristol. 



It is indeed true, but with only three buttons and 
about as many colours, I don’t see the Sega ver¬ 
sion being a match for its Super Nintendo rival. 

Championship Edition is an unconfirmed pos¬ 
sibility and Capcom will almost certainly produce 
it next year, on CD or cart, we’ll have to wait and 
see. As for the fifty quid, do we look daft? Don’t 
bother to answer that. 





All the excitement 9# 
the Arcade Machine 
in yoiu' home ♦♦♦ 

0839 405071 
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I long time ago, in a galaxy far, far away, a bloke 
saved the Universe. His name was Luke Skywalker 
and he looked a bit like John Boy out of the 
Waltons. Star Wars, the most important science fiction 
movie of all time and one of the most successful films 
ever. The George Lucas epic that spawned a thousand 
imitations. 

Lucasfilm, the company who made the movie, are also 
responsible for the Super NES game of the same name. Nobody 
knows Star Wars better than Lucasfilm and as a result, this is one 
of the most eagerly awaited video games of all time. Join Luke 
Skywalker, Han Solo, Princess Leia and all your favourite Star 
Wars heroes as you attempt to destroy the awesome Death Star. 

You have a lot of people and weapons at your disposal and to 
top the lot, you can use the mysterious and all powerful Force. 
There’s lots to do, lots to see and plenty of Empire scum to 
Remember Luke, use the force dude, use the force. 


wipe 


Avoiding the ecorpione \e a 
lot easier than it looks, 
though at this stage you 
haven’t yet got a light sabre 
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TH6 DeaTH STaR 

1 The main objective in both the movie 
a| and the game is to destroy the Death 
M Star. In the movie, Han Solo mistakes it 
I for a moon. This means that it’s flippin’ 
I huge. The Death Star is a massive and 
" incredibly powerful Battle Station. 

To destroy it, you first have to 
deactivate its surrounding force shield. 
Once this has been done, you’ll have to 
pilot an X Wing fighter down a service 
trench until you find one of the Death 
Star’s exhaust ports. This 
exhaust port leads directly to 
the central core reactor and a 
direct hit will result in unbeliev¬ 
able destruction. The problem 
is that the entrance to the 
exhaust port is only a few feet 
wide and the trench itself is 
only just big enough to accom¬ 
modate a spaceship. 

While you’re racing down 
the trench, you may be horri¬ 
fied to discover that the evil 
Darth Vader is hot on your tail. 
At this point it may be advisable 
to wet yourself and cry a bit. 
Death 
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LIGHT SaBRE CaPERS 

I always used to wonder how a light sabre worked. I mean, it’s obvious that 
it’s a laser beam of some kind, but why does it just stop? Well, I fished around 
the office for a bit and I found a big Star Wars book and apparently it’s all to 
do with crystals and reflection. 

It still sounds a bit suspect, but there you have it. Anyway, Luke makes 
excellent use of the light sabre as he runs about slicing people’s heads off. Of 

course it’s all perfectly moral as they’re 
vile scum who’re just asking for it. The 
light sabre is also used to measure how 
much energy you have left. As the sabre 
gets shorter, you get closer to death. 

Laser beams, aliens and explosions 
all reduce your energy at an alarming 
rate. You can avoid almost everything 
that the game throws at you, but you 
tend to jump from one bad guy straight 
into the path of another. Super Star 
Wars is a very, very challenging game. 
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Luke’s Landspeeder is really cool. It looks like a cross between a Ferrari and an 
antique fridge. Driving the thing is a nightmare. If you think getting caught in a traffic 
jam on the M6 is bad, you should try traversing the barren wastelands of Tatooine. 

The desert landscape rushes under your craft at a horrific rate and the place is 
absolutely crawling with filthy Jawa scum. These little hooded scavengers rush 
around in tiny hovercraft, desperately trying to turn you and your craft into scrap 
metal. Blast the horrible little critters and make your escape. You have to head 

■ towards the hulking silhouette of the Jawa sandcrawler where 
you can rescue your two hapless droids. 

The whole scene is displayed in glorious, horny and very 
realistic mode seven and you’ll get seasick just watching. You 
can activate turbos at various intervals and the height you gain 
allows you to soar majestically over the deeper pits in the land¬ 
scape. Run out of fuel though and it’s all over for Luke. 
Nobody knows exactly what Jawas eat, but it might just be 
foolish farm boys. 


I don t know what 
you’re looking at me 
for Luke its your ass 
on the line out there. 


The L andepeeder is a 
smart bit of kit and 
just right for picking 
up alien chicks. 
















































Once inside the sand vehicle, Luke comes up against stiff competi¬ 
tion. The Jawas are all over the place and armed to the teeth. 
Blasting anything that moves, they’re a jumpy race of short dudes. 

The sandcrawler is vast. Its maze-like passages will confuse 
and scare you and the roofs and floors are packed with hazards. 
There’s nothing scarier than creeping down a passage and getting 
fried by a deadly laser gate. These are activated by pressure pads 
on the floor and you have to slide under them as fast as you can. 

This takes quite a bit of practice and more often than not, 
you’ll get cut clean in half by the lethal beams. Laser cannons are 
also located on the ceiling and blast at anything stupid enough to 
walk under them, because a lot of metal is melted down in the 
sandcrawler, heat vents often spew out flames at regular 
■I intervals. The Jawa people know what to look for, but 

HI uninitiated farm boys tend to get roasted on their first out¬ 

ing. The sandcrawler level ends in a showdown with a very 
nasty piece of work. 


Mos Eisley Cantina is a rough joint. I’ve been in some nasty pubs 
but this one takes the biscuit. It’s the filthiest den of swarthy cut¬ 
throat razor wielding thugs in this end of the Galaxy. Being a brave 
rebel hero aren’t even remotely scared. You just swagger straight 
in there, go up to the nearest alien and call his pint a poof. 

Several kickings later, you go back with your light sabre and a 
more practical attitude. It’s at this point that you meet the notori¬ 
ous Han Solo, the pilot of the fastest freighter in the Galaxy, the 
ugly but speedy Millennium Falcon. Chewbacca is also to be spot¬ 
ted here and this is the real starting point of your adventure. 

Jabba the Hut is looking for Han Solo (we won’t see him until 
the third movie) and as a result, the place is packed full of bounty 
hunters. Keep your back covered and get out of there as fast as 
you possibly can. 
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in thg DeaTH STaR 

The Death Star is a large and complex piece of machinery. It’s surrounded by a 
force field which must be deactivated to allow a full scale assault on the trench. You 
must look around the vast complex for the machinery which deactivates it. 

You also have to rescue the beautiful princess Leia, even though she does have 
two croissants taped to her head. The place is absolutely teeming with Empire 
Stormtroopers who have the horrible habit of blowing holes in anyone who isn’t 
dressed like a gas cooker. 

It really is huge and you get very lost in the first five minutes. Lasers blasting 
and sabres flashing, the smell of burning flesh and toasted robot is everywhere. 
Once you escape from the Death Star though, you have to head straight back and 
this time they’re expecting you. Bummer! It could get very nasty indeed. 




Keep a look out for the 
mechanical lege of doom 
or they’ll eoon be wiping 
you off their soles. 
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Luke leaps in to action 
against the great green 
egg plant type monster. 
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LLiaiT FOR IT 

We’ve been sat around waiting for this 
film tie-in to come out on the snes for 
ages and from what we’ve seen -it's 
going to have been well worth it. 

There is enough here to keep the 
fussiest of gamesplayers happy. The 
game is challenging enough to have you 
gnashing your teeth but has a learning 
curve that tempts you that little bit 
more as you progress deeper and 
deeper in to this massive game. 

The other games manufacturers 
are bound to be a bit worried about 
Star Wars. It might not be the film that 
everyone is talking about but it has 
entered the nation’s consciousness as a 
great adventure and if you combine 
that fact with the great playability on 
show then you could very easily have a 
sure fire hit on you hands. 




































WORLD 

Tel/Fax (0246) 570885 9.30 - 8.00pm Mon - Sat 

SUPER FAMICOM (JAP) HOW FIGHTING STICK.53.99 

PRINCE OF P01SIA.41 .99 (Similar to CapCom slick) 

GOU>ei FIGHTER_42.99 SUPER FAMICOM (SCART).... 110.99 

HOOK_41.99 SCART CAM£.18.99 

TURTIES4_42.99 PAL BOOSTER.....29.99 

A1®AY....-43.99 p &P Games £1.50 

P AROP iUS.... -41.99 Accessories £2.00 

SUPBlPANG-40.99 Machines £5 00 

SUP«GHOULS'N'GHOSTS...35.99 iviacmnes ta.uu 


CONSOLE WORLD, ROOD LANE, CLOWNE, 
CHESTERFIELD, DERBYSHIRE, S43 4BP. 

All cheques payable to Console World and are subject to clearance. 


CHALK A MESSAGE ON OUR 
BOARD FOR AS LITTLE AS . 

£4S 

PHONE SIMON ON 
0625 - 850874 




Birrmngham Walsall 

Shop at 9 Corporation Street Wataal WSl (3 minutes from Was* Ctrl 

SUPER NES GAMES 
BOUGHT, SOLD AND 
PART EXCHANGED. NEW 
& 2ND HAND GAMES 
ALWAYS IN STOCK. 
Phone Bill (0922) 616833 
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Second hand games & machines availablle 
Please ring for releases & price list. 

Please make cheques and PO's to 
"HARTSCROFT" 

P+P Games £1. P+P Mochines £3.50. Fast Delivery 



DESERT STRIKE.£48 (US) 

STREET FIGHTER 2.£60 (US) 

MARIO KART.£48 (US) 

JOHN MADDEN 93.£48 (US) 

BART'S NIGHTMARE ....£48 (US) 
WINGS 2.£48 (US) 

LOTS MORI TITLES IN STOCK - PLEASE CAii 



WE ALSO STOCK... 

- SUPER SCOPE SYSTEM 

- STREET FIGHTER 2 RACK 

- MARIO RACK - 


Tel: 081 777 8777 or 081 656 6006 mssm 

- 115 High Street, West Wickham, Kent. 

65 Spring Paric Road, Shfctey, Croydon. Ctt) 5E1(Just off the Wickham Hoad) 

Opening Hours : Mon-Frl 10am - 5.30pm : Sat 9am * 6.30pm 


FOR 5UPERNE5 & 
MEGADRIVE 

mdanittmiuiiuti 
Fir a price fat send SAIL 
lbs 


O XPRESSJ 

■■ lilb ■ 

297a Kenton Lane. Harrow. Middx. HA3 8RR 
Phone/Fax: 081 907 5854 

Super Mario Kart (J). 49.00 

Desert Strike. 49.00 

John Maddens 1993..... 49.00 

Skul Jagger . 49.00 

Home Alone 2. 45.00 

Streetfighter 2 (US). 59.00 

Turtles in Time. 45.00 

Robocop 3. 45.00 

King of the Monsters .45.00 

James Bond Junior .45.00 

Call for more games. P&P £1.50 per order. 
Cheques/POs payable to GAMES EXPRESS. 
We also supply Megadrive, Master 
System, Game Gear, Game Boy 
and Atari Lynx games. 




POWER GAMES 


SOPER NES (USA) 



PLUS MANY MORE GAMES - SNES - SUPER FAMICOM 


Cheques & Postal Orders payable to : M.V.M. Power Games. P&P £1.50 
26 Front Street, Leadgate, Consett, Co. Durham, DH8 5SA. 

Tel: (0207) 580678 Fax: (0207) 580678 


*GAMESTAR* 


^IMPORT SPECIALISTS^ 

ALL TOP SNES TITLES AVAILABLE 
GUARANTEED QUALITY & SERVICE 
PHONE: 0749 670847/ 345725 


PLEASE ALLOW 4 DAYS FOR CHEQUE CLEARANCE 
NO CREDIT CARD DEBIT MADE UNTIL GOODS ARE DISPATCHED 


KIT THOMSON COMPUTER SERVICES.GAMESTAR. 
13 SADLER STREET.(BEHIND ALLEN & HARRIS). 
WELLS. SOMERSET.BAS 2RP 


WASH 


Sen LIST FOR WRITTFM OUOTt MClUDf SAF 


SUPER NINTENDO... 


71 



0625501810/501747 


GUARANTEED PHASE N9TI HOST UAH OASES IS TOSSES AROUND SAME Sit. N0WEVEN IP 

IT $ NOT IN STOCK Ml Will SETNNN VOUN MONET TNE SAME OAT USIESS TOO STATE OTNESSIISE 
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SUBSCRIBE TO 


THE FUTURE! 


DARK HORSE 




DARK EMPBRI 

ike Skywalker join; 
Lthe DARK SIDE ol 
the FORCI 


competition 


for Star Wars 


novels 


LONG AGO, IN A GALAXY FAR AWAY. 


featuring 


WIN!! 

Exclusive 


PLUS... 

News, features. 
Photos! 
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THE GREHTEST SCIENCE FICTION 
SNGN OF NLL TIME ... now 

published in a stunning 
full-colour monthly comic 
strip series. Luke Skywalker, 
Princess Leia and Han 
Solo face one of their 
oldest foes in the dreaded 
"Dark Empire" - the 
official sequel to George 
Lucas' legendary screen 
trilogy. 

• Plus INDIflHfl JOHES 

discovers the "Fate of 
Atlantis", but will he live 
to tell the tale? 

• Plus: Sfar Wars related 

news, reviews and 
interviews with the people 
behind The Force. 

NO. 3 ON SALE 
NOVEMBER 24Hl/£l.S0 


DHHH HORSE INTERNfUIONDL 

IG-M unde[uiood Street. London dl SLF 


I WISH TO SUBSCRIBE TO STAR WARS (Starting with issue #.) 

Q UK £18.00 (including p&p) for 12 issues (monthly) 

□ Europe and Eire £24.00 (including p&p) for 12 issues (monthly) 

Make cheques or money orders payable to Dark Horse International (please do not send any cash) 
Name 

Address_________ 


Postcode 

Please photocopy this coupon if you do not want to cut it out, and send it along (together with your cheque or money order) to: 

DARK HORSE INTERNATIONAL, 16-24 UNDERWOOD STREET, LONDON N1 9EF [SA 4/Jan 93] 


CONTINUES THE ADVENTURES OF... 



















3 Game Boy are trademarks of Nintendo of America Inc AJt screen shots are copyright of Nintendo of Amenca Inc AM trademarks and copyrights are 





N ow not many people question their actions 
while playing games these days, after all just the 
thought of guiding an Italian plumber from 
Brooklyn around a fantasy world eating magic mush¬ 
rooms to change reality and rescuing a captured 
princess from certain peril might just be hard to explain 
to the doctor in the white robe. 

So it comes with great relief that at last a game appears 
such a Syvalion. What a name! By the time you’ve figured out all 
the syllables it’s time to find out exactly what on Earth is going 
on. There doesn’t seem to be a precedent for this game so what 
we have here is frightening and new territory to explore. Many 
great dragons have lead exciting lives and nearly all of them 
eneded up dead, not the best omen is it? 


Syvalion puts YOU in control of a dragon, a dragon with a mis¬ 
sion in life, that mission surprisingly is to die a bizarre and some¬ 
what painful death. Guide the reptilian fire breather through a 
hi-tech maze of machinery and plant life shooting (or should it be 
breathing) flames at insects and mythological beings. 

Explosions and death happen at a great rate of knots, jolly 
good fun, the earth definately moves during contact with the 
baddies and the way they move temptingly around you just 
envites a burning bush re-enaction now doesn't it? Now if that 
doesn’t sound like good, wholesome storylines I’ll down a bottle 
of Listerene in one. 


Now guiding a physchotic dragon 
around a tight maze, defeating waves 
of mutant beings might sound difficult, 
and, it is. But fear not as a training 
mode helps you through basic control 
and anhilation of all-that-might-move 
with subtle and often patronising com¬ 
ments urging you to continue or 
switch off and take up gardening. The 
dragon moves fluidly and control 
seems extremely positive although it 
appears obvious that the dragon is a 
tad large for the job in hand. 


The whole scenario con¬ 
sists of very, very 
strange goings on. Your 
entire world consists of 
past, present and future 
with a bit of the obscure. 
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OHH CUFFORD! 


Being locked in a room with a cyclops brandishing a glowing magic 
boomerang is a thought provoking thing indeed and there is little 
or no time to exchange frank views on oral hygiene as you die real 
fast in this situation. Each monster gets progressively worse, (sur¬ 
prise!) and as soon as we touched the joypad and started guiding 
our trusty friend things were getting seriously out of hand.The 
music was excellent, real atmospheric stuff with echo resident on 
all the samples, mak- m - J j 

ing surprisingly tense 
in the heat 
of conflict. Good 
clean, bizarre stuff. '■ 


73737 


KOmODO 6H 

Death seems to come after a long and painful process, with the tail 
of your beast turning from a tasteful shade of autumn gold to a 
rather alarming and striking red. The red spreads up the body and 
when the entire torso and head are pillar box red an exquisite 
explosion takes place scattering the once proud beast to the four 
corners of the screen. Negotiate the hazards and foes and your 
reward is to be locked in an end-of-level room with nasty nasty 
bosses based on mythical beings. 


See this, that’s your 
dragon that is. See that 
funny colour it’s turning? 
That's the best you could 
do that is, you’ve killed it 
you have. 


HURRY 


fliiifliiniiii 


Seing locked in a small room 
with a funny looking foe like 
this is no picnic, especially 
when you confer what he 
has in mind for your future. 
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ing Commander caused a bit of a stir when it 
wwas first released as it was also launched on a 
1 *9, Plittle known games machine called the PC. 
What? Games on a humble office machine! Mad. But not 
quite, as it firmly put the PC into the games reckoning 
with many converts to gaming being won in the home 
and office. 

The graphics were excellent and soon conversions and 
clones popped up everywhere attempting to emulate the game- 
play. Not that the format was new, I mean hopping around space 
having battles with baddies, escorting convoys and saving sur¬ 
vivors might have a familiar ring to most home micro users I 
mean if you throw in space trading as well what have you got? 

Ummm. Anyway you’ve signed up again and instead of a 
cushy radio operators job or maybe shower technician in the 
Women’s Reserve your job appears to be to save the earth from 
destruction, not I might add the most obvious choice for an inex¬ 
perienced astronaut. 


So, they gave you a flying saucer so use it. Don’t panic if everything looks a bit 
daunting as tucked away in the corner of the rest room is a simulator. Scary stuff 
this, a simulator within a simulator of a concept that has only been designed on 
computers...welcome to the dark side, the darker side of...the Twilight Zone. 

The simulator certainly helps, I mean it’s a good opportunity to face a bit of 
what’s to come and practice the shooting techniques involved as they are long and 
varied, each enemy ship having both different attack tactics and vulnerable parts 
exposed. First missions are really quite simple and involve basic tasks such as 
escorts and blowing similar novices out of the space continuum. 

Early missions are also guaranteed to end in tears so a nice feature has been 
included - the death option. Simulators now include a death simulator which allows 
you to watch your own burial from a respectful distance. Wing Commander fea¬ 
tures state of the art ejection into space in a custom casket of your choice, dull 
metal is preferred and all lower their heads as you are quietly released towards a 
convenient star. 


I guess I flew uiith nost t 


Here you sit the 
whole Universe is 
your oyster and 
the Milky Way 
your afters. 


Ohh, it’s a lovely 
service and you look 
so peaceful as your 
casket is ejected. 
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No journey into the unknown is ever a spur of the moment job, 
so serious preparation is needed in both planning your route and 
readying your ship for service. The mapping of a route is quite a 
simple affair considering the importance of the process, that is, 
you don’t want to hit a neighbouring sun do you? No, indeed so 
select a promising route to your intercept point and calculate 
the range of the craft by available fuel as drifting in space puts 
you up for an award for “most promising target’ and we 
wouldn’t want that 

Onboard systems are quite involved pieces of kit, they pro¬ 
vide damage displays and other vital clues to your demise. While 
the action takes place some pretty special audibles can be heard 
in some exceptional speech samples and monitor shaking explo- 
^ — sions that leave you in no 

doubt that you might have 
actually hit something at long 
\ last. Knowing where to hit 
and how to avoid fire s an art 
thnt must be mastered or it's 
going to he space burial time 
a g ain my son. 


Wing Commander is a great game, I 
enjoyed the PC version a hell of a lot 
and if you ask me this isn’t just a 
straight conversion. For 
____ ; I a start there are more 

I missions and the graphics 
I look decidedly tweaked. 
1 w,th the gameplay you’ll 
find there is plenty of 
; room for tactics and you 

1 will need a whole game 
fife*, I plan for each mission. 
1 Plan your moves for each 
J scenario and above all 
t . >,| 1 recognise the enemy - as 
^ I mistaking a cruiser for a 
iBT battle star might result in 
fl » instant dimissal at the 

iyV I fljj very least. Elite fans are 
I f gonna love this, as are 

HP | 1 any fans of space sims as 

^ the depth of outer space 

■ [ I comes quickly home 

Hi I while viewing maps of 

your systems and others. 


bLMcvv 


Elite (the classic space trading game) had quite 
a lot of people worried about their reflexes 

and co-ordination. Up is down and ummm 

' v . - ' -v 7-.'. < down is up - your typical crazy space flight 

v- controls. The only solution seemed to be 

v. . j,. to move in imaginary squares, this a bit long 

winded but it does the job alright. Wing 
Commander has a very similar system and 

i — . . ■ with the speed of the game it does get a bit 

confusing some practice in the aforementioned 
1 I simulator helps loads and loads. Fortunately 

you are not just armed with the humble laser, later missions will require the use of 
some more serious hardware, so kill and be rewarded! 

The graphics are real nice pieces of design and some attention has been paid to 
the design of both your craft and that of the enemy. In flight controls respond 
smoothly and the whole battle scenario is a fast paced frenzy of laser exchange. 
Without a ground to get in your way the three dimensional aspect really comes 
into its own. Funny stuff space, sort of well, large, but even with billions of light year 
travel available you still manage to bump into someone hell bent on reducing your 
state of the art fighter to dust 


The Tiger's Clou dropped fron junpspdce 
seven hours ego, at 06 : 00 . 
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Video games will 
eat themselves, 
this is the Simula 
tor inside the 
game. Don’t try 
to work it out. 
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L et's face it we are crap at American football, I mean 
you can quote the Monarchs and all that but consid- 
ering the only member of the team to actually 
come from this country is the reserve punt kicker I’d say 
f \ we don’t have a lot of say in the skill department. 

I Not that we don’t want to actively take part in the sport far 
1 from it after all I’d say most of us own an American football but 
I just like the exercise bike/clothes horse combination (that clutter 
our collective garages) we are afraid to use it in public. It sure is 
one complicated game isn’t it? 

I Only America could find such joy in the stats that are 
/ produced every year, only Americans could turn a quite weak con- 
J cept into a multi-million dollar affair that has the whole world look- 
Jkm ing on in envy at the marketing and whole appearance of the game, 
w / Fear not, all those late nights wishing you were at the Superbowl 
Sr can now be put down as valuable experience because yet another ver- 
* sion of the famous American sports commentators idea of the game has 
touched down on the SNES....And now a brief word from our sponsor. 


Kick off places the ball somewhere in either your or the oppo¬ 
nents territory and creates the starting point for your yard gains 
with the ball. Oh, I forgot to mention the options of playing the 
experienced computer or your less experienced chums, ideal 
training ground for your slog to the Superbowl. Anyway you 
have the ball. Now what? 

The controls use just about anything that can be depressed 
on the joypad so, take care with your little man with the ball I 
mean he might get hurt and then where will you be without 
your star quarterback? It would be pointless explaining each 
move as space doesn’t permit, suffice to say every possible com¬ 
bination of running, passing and kicking has been catered for, 
even the option of stalling and conceding yardage is included. 
Samples are evident throughout play, quite true ones as well so 
now you can say “hut” with — ■ 

the best of them. Choosing 
the stadium has effects on the S"/ ,* 

ground composition, with 
each surface determining the 
speed of the game. One point I.' 
which annoyed me was the 
way the perspective rotated 
with at speed when the ball gr 
exchanged teams, this had the 
effect of total disorientation jt 
and the result was telling you I 2 
man to run the wrong way. I 
told you I was incompetent, 

All this has the effect of mak- |2 

ing the game stats great and 
somewhat amusing reading 
for the average player. 


Well I don’t know what 
they are all up to. Did 
somebody lose a con¬ 
tact lense? 


PAUSE 
fl: TIME 0U4 


































































The moves open to you 
are a II listed at the bot¬ 
tom there. It looks like 
the redskins are going 
for a Cambridge attack. 


DOWN 1 
TO £0 G L. 


PLOVER 1: 
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It’s all rugby but with big puffy body armour 
right? Well not quite, not exactly true to the 
American definition, after all it only takes about 
two minutes to explain rugby to the average 
individual, try cramming the basics of American 
football into that time. This comment is especial¬ 
ly significant to John Madden as you will need considerable knowledge on the sub¬ 
ject of ‘Gridiron’ before you can play. No mention of the rules is ever made of even 
the most basic of principles and not being a great follower of the game or being at 
all sure the difference between an audible or a fake I was in for deep trouble. OK, 
OK, the game is from the states and intended for their consumption but after all 
the controls get so complicated and the list of variables for each down that long 
and involved I’m sure even the most patriotic flag waver is going to be reaching for 
his official Madden rule book, and endorsed paracetemol - available separately. 

Anyway look on the bright side, there are nearly 19 pages of apparently mean¬ 
ingless statistics for you to browse so the game can’t be all that complicated, well 
not that complicated anyway as the stats in question quite literally mean whether 
you will win or loose the game as you will need to know how each team has 
behaved during certain key moments. 
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\s this a remake of 
“An Ameri can 
Werewolf in London" 
or what? 
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The idea of the game is to ‘rush’ ten yards with the ball, now that is some task 
when you consider that the opposition, based on both prehistoric and pagan 
man’s worse nightmare is out to stop you. How you move the ball is all down 
to both tactics and brute force (oh, and a tad of skill). Simple. Load the game 
and let’s go! Not quite. Pass or rush? Fake or Blitz? Urmm one lump or two? 

Now I’m probably being a bit tight with this game as no doubt many of 
you understand all this and can’t wait to waggle joy pads with the world’s 
best, these decisions being entirely rudiment. Still, you’d be a long way 
from actually making these decisions as on powering up you’d better be 
prepared to choose the surface and stadium of your choice, not to men¬ 
tion weather conditions and of course the outcome of the official toss of 
the coin. Heads? or just the urmm. Eagle thingy with very large wings. 

All done? Let’s play! First thing that strikes you is the lack of jerky 
graphics so evident in past issues of the game, each player now possess the 
fluid actions of the pros they are, only problem being the incompetent git like 
me who is controlling them. 
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MAGAZINE 


Snp«r Hunchback • R 
•OnchT.1.,, pins doi 


GB ACTION 

Same great mag... 


...brand-new look 

ONLY 99p 








MHANA 


NINTENDO 16-BIT 


CONSOLES 
EST. SINCE 1978 
081 340 8565 

GAME BOY 


JAPANESE VERSION 
SC ART £139.99 
PALI £159.99 
60 HZ ONLY 
ink:, psu. pad. all leads 


USA SNES VERSION 
SCART £119.99 
PAL 1 £139.99 
SCART ♦ MARIO 4 £149.99 
60 HZ SYSTEMS 

WC PSU. PAD. ALL LEADS 


USA SCART 
SYSTEM PLUS 
STREETFIGHTER II 
GAME £169.99 


UNIVERSAL 
CONVERTOR 
RUN USA JAP UK 
SOFTWARE £14.99 


GAMEBOY DELUXE SYSTEM 

TETRIS GAME, BATTERIES. HEADPHONES, 

2 PLAYER LEAD FREE PROTECTOR £64.99 
AS ABOVE ♦ ANY GAME £84.99 


ACCESSORIES 

CONTROL RAD - ASCII 

19.99 

S.F.11 JOYSTICK . 

...69.99 

PM 1 BOOSTER 

29 99 BOOZKER GUN. 

...54.99 

CAP COM JOYSTICK... 

.89.99 

SCART LEAD. 

14 99 STEALTH JOYSTICK. 

...29.99 

XE 1 JOYSTICK. 

...79.99 

AUDIO LEAD .. 

...9.99 APP0LL0 JOYSTICK. 

...64 99 

SN PRO RAD * CLEAR 

....14.99 


SOFTWARE 

USA JAP 

F-ROC. 

...44.99. 

MONOPOLY .. 

.39.99 _- 

ACTRAISER 

39.99.39.99 

FACEBAll 2000. 

...39.99. - 

NBA ALL STARS 

3999 

ADDAMS FAMILY...... 

.39.99.39.99 

FATAL FURY. 

. -59.99 

NCAA BASKETBALL. .39.99. 

AMAZING TENNIS.... 

44 99 44 99 

FINAL FANTASY II . 

...49.99.- 

NHL HOCKEY 93 _ 

..44.99.44.99 

AXELAY _ 

.44 99 44.99 

FINAL FIGHT _ 

.44 99 44.99 

NINJA BCY 

39 99 ..... 

BART NIGHTMARE ... 

.39.99 _- 

GUNFORCF 

39 99 39 99 

OUT OF THIS WORLD 44 99 

BATTER UP _ 

. 44.99 . 

G. FOREMAN BOXING 38.99 . 

RARADI0US _ 

_ *44.99 

BATTLE CLASH .. 

.39.99. 

HOME ALONE II _ 

...39.99. 

PHALANX _ 

.44 99.39.99 

BAZOOKA . 

.39.99.- 

IMPERIUM. 

39.99.• 

PILOT WING. 

.44 99 44.99 

BUSTER BROS . 

.44.99.. _- 

JAMES BOND JR ..... 

...39.99. 

PRINCE OF PERSIA .3999 39.99 

CASTLEVANIA IV . 

.39 99.39.99 

J. MADDEN 93 . 

39.99.39.99 

PRO S0C- FOOTS. 

..24.99 

CHUCK ROCK. 

.39.99 _- 

J NICKLAUS GOLF 

.39 99. 

PUSH OVER .. 

.39.99 .- 

CLUE. 

..39.99. 

KING OF MONSTERS 39 99 39 99 

QBERT. 

.39.99 .. 

CONTRA . 

39.99 39 99 

LEMMINGS __ 

.39 99.39.99 

RACE DRIVING .._ 

.39.99 . 

CYBER SPIN _ 

.44.99. _- 

MAGIC SWORD . 

.44 99.- 

RADIO FLYER . 

..44.99 .- 

DESERT STRIKE . 

.44.99 _- 

MARIO KART _ 

.44.99 44.99 

RAMRART _ 

.39.99. _- 

DINOSAURS. 

.39 99.39 99 

MARIO RUNT _ 

.44.99.44.99 

RIVAL TURF .. 

.39 99.39.99 

DOUBLE DRAGON 

.44 99.44.99 

MARIO WORLD . 

.39.99.44.99 

ROADRUNNER. 

..44.99.44.99 

DUNGEON MASTER . 44.99. 

MIGHT & MAGIC II.... 

.49 99. 

ROBOCOP3. 

.44.99.39.99 


RETAIL STORE 


2 Gladstone House, High Road, Wood Green, London N22 OAA 
(Comer of Gladstone Ave). (100 yards from Wood Green Tube Station) 
Tel: 081 • 889 9412 Fax 081 - 889 9413. 

ALSO RETAIL STORE AT: 

257 • 258 Tottenham Court Road, London W1 9AB. Tel: 071 - 631 4627 


PHILLIPS MK 11 LEAD 14.99 
SUPERC0N2RAD 14 99 
UNIVERSAL J0YRAD . 14.99 

ROCKYBULLWINKLE.44.99.44 99 

SIM CITY...39.99.39.99 

SKINS GAME -GOLF.39.99. _* 

SOUL BLAZER.44.99 _- 

SRACE MEGAFORCE .39.99 _- 

SP1DERMAN * X-MEN.44.99. _* 

SPINDIZZY WORLD...39.99.39.99 
STREETFIGHTER II...59.99.59.99 

SUPER OFF ROAD.39.99 _• 

SUPER SOCCER.39.99.39.99 

TEST DRIVE . ..44,99 _.- 

TK0 SUPER CHAMP .39.99.39.99 

TURTLES 4 . 39.99.39.99 

UN SQUADRON . 39.99.39.99 

UNIVERSAL SOLDIER44.99 _• 

WARP SPEED.39.99.39.99 

WINGS 11 . .39.99 .- 

WWF-WRESTLING..39.99.39.99 


AC/DC MAINS PSU 

.6.99 

AMPLIFIER. 

.8 99 

BATTERY PACK. 

.14.99 

TIME BOY. 

. 3.99 

TIMEBOY WATCH . 

.9 99 

REPLACEMENT LENS 

4.99 

REPLACEMENT JOYSTICK .4.99 

HYPERBOY. 

.39.99 

HANDY BOY. 

.29 99 

GAMEBOY GAMES 

4 IN 1 FUN PACK 

PRINCE OF PERSIA 

ALIENS 3 

ROBOCOP2 

BARBIE 

ROCKYBULLWINKLE 

BART SIMPSON 

ROGER CLEMENTS 

BATMAN JOKER 

ROLANS CURSE 11 

BEST OF THE BEST 

SIMPSONS 2 

BIONIC COMMANDO 

SPEEDBALL 2 

CRASH DUMMIES 

STAR WARS 

DIG DUG 

SUPER MARIO 2 

DOUBLE DRAGON 3 

T-2 ARCADE GAME 

DR FRANKLIN 

TERMINATOR 2 

DRAGONS LAIR 

TOM AND JERRY 

G FOREMAN BOXING 

TRACKMEET 

HIT THE ICE 

TURTLE II 

HOME ALONE 2 

UNIVERSAL 

HUMANS 

SOLDIER 

HUNCHBACK 

WWF 2 

J. CONNERS TENNIS 

XENON 11 

MEGAMAN 2 

ALL £ 22.99 EACH 

MOUSETRAP HOTEL 

2 FOR £42.99 

NBA CHALLENGE 2 

3 FOR £59.99 

NINJA TARO 



MEGADRIVE 
JAP VERSION 
RUNS USA JAP UK 
SOFTWARE 
£94.99 

MEGADRIVE PLUS 
SONIC 
HEDGEHOG 
£109.99 


SEGA GAME 
GEAR 
£89.99 

GAME GEAR + 
SONIC 
£109.99 


NEO -GEO 
UK SYSTEM 
£259.99 

PC • ENGINE GT 
£199.99 
ATARI LYNX 
£79.99 




SUPER NES (SCART - USA) CALL 
(inc. PSU, 1 control. Scart lead) 

J.B. KING £49.95 
CAPCOM JOYSTICK £69.95 


ASCII PAD £20.95 


★ ★ UK ADAPTOR - PLAY JAP & USA GAMES - £16.95 ★ ★ 

Plays Pilot Wings A Mario Kart 


‘STOP PRESS - SCART MONITORS ARRIVING SOON - AMAZING PRICE* 


SPECIAL OFFERS AND NEW TITLES 


UABAMESM SUPER FAMICOM 

AREA 88 . £31 95 

ACTRAISER . £31.95 

DINOSAURS . £34.95 

MAGIC SWORD . £32.95 

CASTLEVANIA . £29.95 

SUPER GHOULS & GHOSTS .£31 95 

PAROOIUS . £39 95 

DARIUS TWIN . £29 95 

LEMMINGS . £31.95 

TOP RACER . £31.95 

PRINCE OF PERSIA . £37.95 


AMERICAN SUPER NES J 
GRADIUS III £29.95 

H0LE-IN-0NE GOLF £29.95 

SUPER R-TYPE . £32.95 

BARTS NIGHTMARE £44.95 

MARIO KART. £42.95 

SOUL BLADER £43 95 

ROBOCOP 3 £43.95 

NCAA BASKETBALL . £42.95 

IREM SKINS GOLF . £44 95 

DESERT STRIKE £44 95 

HOOK £44.95 

J MADDEN 92 £44.95 

RAMPART . £43.95 


Japanese Super Famicom 

AXELAY .... £46 95 

CAMELTRY . £35.95 

SUPER BOWLING . £38.95 

TURTLES IV . £42.95 

ROBO POLICE . £43 95 

PHALANX . £44.95 

PRO SOCCER . £37.95 

SONIC BLASTMAN . £44.95 

ADVENTURE SANDRA ....£44.95 


OTHER TITLES 

American Super Famicom 

ACTRAISER . £39 95 

CONTRA SPIRITS . £43.95 

F-ZERO . £39.95 

JOE & MAC . £39.95 

MYSTICAL NINJA . £43.95 

PGA TOUR . £43.95 

STREET FIGHTER II . £59.95 

SUPER ADV. ISLAND . £39 95 

TOP GEAR . £39.95 


ZELDA . £39.95 

PITFIGHTER . £38.95 

MARIO PAINT . £49.95 

SUPER PLAY ACTION .£39.96 

SUPER TENNIS . £39.95 

SUPER SOCCER CHAMP .£39.95 

PILOT WINGS . ...£39.95 

FINAL FIGHT . ..£39.95 


ALL GOODS DESPATCHED UPON RECEIVING CHO S/PO'S 
PLEASE INC £1.00 PAP GAMES A ADAPTORS 
1st CLASS RECORDED POST USED FOR ALL ITEMS DESPATCHED 


CHEQUES & P/ORDERS PAYABLE TO SF GAMES AT 
44 HAWTHORN GROVE, STOCKTON HEATH, 
WARRINGTON, CHESHIRE, WA4 2UH 


7W- 10095) 86141 7- 10am ' 9 P m Mon-Thu 

lei. ( 001*1 / - 10am-7pm Fri/Sat/Sun 
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T he Super Nintendo 
Entertainment System 
is something of an enig¬ 
ma. In a time when 16 bit 
computers looked set to domi¬ 
nate the world of home enter¬ 
tainment, the Super Nintendo 
has become a world beater. 

Nothing 
approaches it in 
terms of game 
quality. Nothing 
comes close in 
terms of sheer 
generated 

excitement. are a 

, , - video game cliche, but 

Here at Super 6NE5 handlebthemm 


Action, we are inundated 
with hundreds, nay thou¬ 
sands of phone calls and let¬ 
ters, all asking questions 
about their favourite 
machine. Mega Drive own¬ 
ers know all there is to 
know about their machine. 
Sega has no secrets, all 
Mega Drive components are 
available from any large 
electronics retailer. Amiga 
owners can tell you every¬ 
thing you’d want to know 
about that machine, from 
the name of the sound chip, 
to the power capacity of the 
mains transformer. 

Super Nintendo owners 
aren’t so lucky. Just about 
every fact relating to the 
technical specifications of 
the machine is shrouded in 
a heavy veil of pseudo¬ 
secrecy. Nintendo just don’t 
want you to know what’s 
inside the machine and they 
don’t want you to know 
what’s coming next. In the 
following article, we’ll tell 
you everything you need to 
know and more about the machine, 
the company and what’s the future 
holds. 


the GReaT 
Leap 


It all started in the early eighties 
with the demise of the Atari VCS 


and the rise of cheap home com¬ 
puters. Computers at first seemed 
to be more flexible and the market 
was filled with tales of Virtual 
Reality and incredible adventure 
games. The reality was somewhat 
different. 90% of home computer 
games, to this day, are staid, dull 
and often inferior arcade games. 

Nintendo saw this and acted. 
They had developed a few arcade 
games by this point, including the 
awesome Super Mario Bros. It was 
a simple step to squeeze this arcade 
technology into a compact, domes¬ 
tic console. The Industry thought 
they were insane, surely the con¬ 
sole market was dead! They were 
very, very wrong. 

Nintendo pushed out the eight 
bit machine, called the Nintendo 
Famicom, at an incredibly low 
price, bundling it with Super 
Mario Bros. It sold out. At this 
point in time, the Nintendo 
Famicom can be found in over ten 
million Japanese homes. The suc¬ 
cess story was repeated in much 
the same way in America. One in 
every three American 
homes has a Nintendo 
Entertainment System. 

The secret of this 
success is largely due to 
clever marketing and a 
bullish, at times down¬ 
right aggressive attitude 
to the market. 



Nintendo’s mar¬ 
keting is always 
spectacular. 
Their stand at 
last year’s 
Chicago 
Consumer 
Electronics Show 
was by far the 


__l 


Cosmo Gang is a 
rare treat for a 
console game, 
imagination and 
originality are 
combined with a 
hint of bizarre 
humour to pro¬ 
duce a universally 
acclaimed game. 



largest and filled an area 
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NCAA Basketball gives “ 

video sports a new dimen- — y 
sion with a realistic three l • 

dimensional environment, 
made possible by Nintendo 
hardware. 

about the size of Earl’s Court in 
London. 

A few years later and Nintendo 
had happily rested on their laurels, 
confident and happy at the top of 
the pile. Sega almost put a spanner 
in the 

Cameltry shows best the , 

rotation facility offered by W ° r 5 
the mode seven graphics. though, 

59530 F5r5T^p” 
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~Ozsxfok when the y 

announced the 
16 bit Mega 
Drive. This 
state of the art 
console had 
arrived far ear- 
lier than any- 
L one had sus- 

pected and it 
\ did remarkably 

_ well. The mar¬ 

ket had changed in Japan at this 
point though and the Mega Drive 
failed to oust the established might 
of NEC with their PC Engine con¬ 
sole. While those two fought it out 
in the market place, Nintendo put 
the finishing touches to their top 
secret project. The Super Famicom. 
A 16 bitconsole with some entirely 
n new features and bucketfuls of 
_ money behind it. It could not fail. 

. In Japan, the story was very 
* clear cut. The Nintendo Super 
Famicom immediately sold out, 
I much as everyone had expected. 
Technically superb in every 

; respect, it almost destroyed the 

- Megadrive market 

overnight. In America 
though, Nintendo had 
a tough battle ahead. 
The Mega Drive had 
proved to be very 
popular. After a while, 
things evened out. 
Nintendo easily caught 
up with Sega, but the 
situation stayed fifty 
fifty for a bit longer 
than most people 
expected. This year 
however, Nintendo 
are now clearly ahead 
of the field in the US 
| and catching up fast in 
this country. 


Many people suspect and quite 
rightly, that Nintendo’s success is 
owed largely to the Super Mario 
games. It began life, not with Super 
Mario, but with a game called 
Donkey Kong. A young program¬ 
mer, Shigeru i- 


Myamoto, was A massive colour palette 

... of 32,000 hues makes 

commisioned to , , . .. 

beautiful and vibrant 

design an arcade graphics a standard 
game for part of Super Nintendo 

Nintendo. He gaming, 
designed it : , , .■ v . ; 
around the antics 
of a carpenter 
named Mario. 

This was the first 
real platform 
game and it 

spawned a thou- 4 

sand imitations. 

Mario is 
now famous the 
world over and 
has become a 
cultural icon. His 
main feature is a 
rather ridiculous 
moustache. 

Ironically 

enough, this Z\ 

wasn’t a deliber¬ 
ate design. The - 

low resolution of the original 
Donkey Kong machine meant that 
his smile actually looked like a 
tache and it stuck. 

There are two theories regard¬ 
ing the odd for the game name too. 

One school of thought reckons 
that the Japnese ideogram for 
Donkey, also means crazy (true) 
but the most likely theory is that a 
badly transmitted fax read Donkey 
insead of Monkey. 

Shigeru Myamoto liked the 
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The Super Nintendo Entertainment 
System is not just limited to frantic 
action games, fancy a round of golf? 


The Super Nintendo is 
capable of handling 
massive screen 
objects with relative 
ease, put to good use 
in Acrobat Mission. 


The cart contains some 
nifty hardware that 
improves the NES’ graphic 
capabilities and adds a 
^ sound channel. As a result, 
y it looks and sounds better 
than any other NES game. 

Super Mario World 
was designed in tandem 
with the Super NES and 
Shigeru Myamoto was 
instructed to utilise every 
single feature of the Super 
- NES. It does so admirably. 

The game uses every single 
controller button and every 
single graphics mode, including the 
amazing mode seven. 

Super Mario V is definitely in 
the pipeline (excuse the pun) but at 
present is one of Nintendo’s most 
closely guarded secrets. It will most 
probably emerge first on the new 
CD ROM drive and will undoubt¬ 
edly feature masses of animation. 
More news about that as soon as 
we get it. 

A movie of the game is cur¬ 
rently in production in Hollywood 
and rumour has it that it will be 
very, very strange. The cast is 
proof of this, with Bob Hoskins as 
Mario and Dennis Hopper as 
Bowser, the King of the Koopa 
Kids. A love interest is played by 
Jamie Lee Curtis as Princess Daisy. 

Yoshi the dinosaur will be 
designed using the very latest in 
animatronics technolgy and the 
production team is headed up by 
the team who brought you Max 
Headroom. Other than that, we 
don’t know squat! 


Almost every major 
arcade game will be 
translated to the 
Super Nintendo, often 
better than the origi¬ 
nal as Super Double 
Dragon shows. 


character and went on to design 
two Donkey Kong sequels before 
giving Mario a game of his own. 
Mario Bros is the game where 
Mario changed his profession and 
became a plumber. It also intro¬ 
duced his less famous brother, 
Luigi. Much of the graphic style of 
the modern Mario games was 
designed in this game, including 
pipes and the notorious turtles. 

When the Super Mario Bros 
coin-op arrived (at roughly the 
same time as Sega’s Wonder Boy) 
it was to much applause. The sheer 
size of the game was impressive 
enough, but it also proved to be 
one of the most addictive games of 
all time. The eight bit NES version 
is identical and with good reason. 
The hardware in the coin-op ver¬ 
sion is absolutely identical. 

The version of Super Mario 
Bros 2 that arrived on these shores 
was very different to the first game. 
It was originally designed with dif¬ 
ferent characters, but clever mar¬ 
keting dudes insisted that the char¬ 
acters were changed to incorporate 
the now massive Mario Bros. That 
game has just been released in 
Japan and is called Mario USA. 

The Japanese already have 
their own Mario Bros 2, a remix of 
the first game with different levels. 
It is unlikely that it will ever see 
these shores. Mario 3 arrived next 
and it’s arguably the best of the lot. 


drive. It was assumption and specu¬ 
lation. As events have transpired, 
the various magazines were cor¬ 
rect. Nintendo announced their 
plan in a low key press conference 
last year. 

Nintendo tend to throw things 
out in a blaze of sensible and confi¬ 
dent publicity. The CD ROM was 
almost whispered into the public 
ear. There are good reasons for 
this. One is a show of confidence, a 
kind of modest admission of superi¬ 
ority aimed firmly in the direction 
of the already established Sega 
Mega CD. The main reason howev¬ 
er had very little to do with politics 
and a lot more to do with logistics. 
The Nintendo CD ROM didn’t 
actually exist. 


Nintendo have had fairly close 
links with Sony for a very long 
time. They didn’t compete with 
each other in the home electronics 
market and it seemed like a logical 
decision to ask Sony to produce 
the CD unit. Things definitely went 
smoothly at first. Sony happily 
beavered away on an add-on CD 
drive for the Super Nintendo, with 
a contra deal to manufacture their 
own Super NES compatible 
machine. In many ways similar to 


Very few things create as much 
excitement in the world of Super 
Nintendo as CD. When it was 
revealed that Nintendo were work¬ 
ing on such a device, no one actual¬ 
ly knew for certain that Nintendo 
would actually produce a CD ROM 
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JVC’s Wondermega (the Mega 
Drive based CD games 
machine), the Sony Playstation is 
still on the cards. However, all 
was not rosy in Nintendo’s gar¬ 
den. Philips, the inventors of the 
Compact Disc offered Nintendo 
a cheaper and technically supe¬ 
rior drive. The Sony deal fell 
through for various reasons and 
Philips took over the project. 

As a result, the Sony 
Playstation (should it emerge) 
will be cartridge, but not CD 
compatible with the Super NES. 
It’s going to be a very hairy mar¬ 
ket At present, Sony are keen on 
launching into multi media, but 
their position on the Playstation 
seems unclear. An unofficial 
source however, claims that Sony 
intend to launch their machine in 
the US early next year. 


a new name 
anD a new 
Game 


The provisional title for the 
Nintendo CD unit is a bit of a 
mouthful. It will be called the 
Nintendo Super CD ROM XA, the 
XA suffix referring to a Philips data 
transfer standard. It’s possibly the 
best compromise of price and 
speed and can shift data at far 
greater speed than existing domes¬ 
tic CD players. The XA standard 
looks set to become a CD standard 






in the same way that MIDI is a 
musical standard. New PC CD dri¬ 
ves use the XA standard which 
means that the Super CD ROM XA 
may have (very) limited compatibili¬ 
ty with some primitive PC stuff. 

Live video is one of the fea¬ 
tures that Nintendo were very 
keen to include and one that Sega’s 
Mega CD is entirely lacking. It is 
possible to have limited live video 
on the Mega CD, but only in the 
form of memory intensive and 
somewhat primitive animation. The 
Nintendo unit may well rely on a 
new system called JPEG to make 
this possible. JPEG is weird. It 
stands for Joint Photographic 
Experts Group and it refers to a 
system of data compression. A full 
colour digitised photograph may 
contain up to one full megabyte of 
information. JPEG can fit that whole 
image into just a few kilobytes of 
memory. 

What this means to 
the CD ROM owner is 
that one CD could hold 
a full cartoon movie, 
possibly as long as a full 
hour. Of course no 
game would require that 
much full motion video, 
but it’s nice to 
know that it’s pos¬ 
sible. 


Tl 


,r> \r4m 


Even the mighty Neo 
Geo \e incapable of 
emulating many of 
the 5uper Nintendo's 
graphical capabilities, 
mostly thanks to 
custom processors. 


_ 


One of the major 
advantages of CD, 
at least as far as 
video games is 
concerned is live 
digital audio. CD 
ROM drives can 
play any normal 
Compact Disc 
track and can syn¬ 




5treetfighter 
2 cartridge con¬ 
tains a massive 16 
megs of informa¬ 
tion, making it the 
largest cartridge 
manufactured for 
a home system. 



chronise this 
music with on 
screen action. The 
Philips CD unit 
that the CD ROM 
XA uses is of a 
very high quality 
with Bitstream technology and all 
kinds of other goodies. The unit 
can also be used as a high quality 
audio CD player.lt will happily play 
normal audio CDs with an on 
screen menu containing control 
options that you won’t even get on 
high end dedicated CD players. If 
any of your CDs contain CD 
Graphics (a system that is popular 
in Japan) then these will be dis¬ 
played on screen while you play 
your favourite tracks. 

All in all, it promises to be a 
fairly beefy piece of kit. If you own 
a SNES, you should be very chuffed, 
if you don’t, it’s your loss. 
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s finding Su 

more. This fabulous 100% Super Nintendo dedicated mag, could 

month for the rockin’ price 


be yours each 


for the rockin’ price of just £1.25 an issue. 




0 



SEND YOUR COMPLETED DETAILS TO: 
Europress Direct, 
FREEPOST, Ellesmere Port, 
South Wirral, L65 3EB 
(No stamp needed if posted in UK) 


YES! 1 want to subscribe to the 
brand new 100% Super Action 

Tick the appropriate box 


Hive in the UK (£15) 

1 

1 live in Europe or Eire (£23) 

G 

1 live outside Europe (£33) 

G 

This order form is not valid after 31st January 1993. 

SA January ’93. 



YOUR NAME & ADDRESS 


Name. 


Address _ 


.Postcode 


Tel No 


Please tick if you wish to receive promotional material from other companies 


METHOD OF PAYMENT 


I enclose a Cheque/Postal Order payable to Europress Interactive 
(UK Only) 

Please debit my Credit Card. 

Signed_Expires 1 1 |/1 1 1 

Credit Card No Dnm 1 I I IJ I I I I I QUID 

Quarterly Direct Debit (£3.75 - Please complete form opposite) 
UK ONLY. Please send original form, do not fax or photocopy. 
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We are offering 12 month subscriptions at a ridiculously low £15 a year - a savin] 
£8.40 on the cover price. That's fust £1.25 an issue - a HUGE discount of 35% !! 
you can pay by direct debit for just £3.75 a quarter. 


— 



and 


All you have to do is^phone in your credit cird subscription on 
051 357 2961 any timje day or night, or complete the form below 
t it to us. If you prefer tj|g convenience and, safety of a direct debit, 

complete the additional form beh 


ecei 


Acvacu. caIa 

AiLAb.c *VV. W 

SAtUAlV; VLU VC.- a. IciLI 


D I R E C 



FORM 


Complete this form ONLY if you have ticked the Direct Debit Option opposite. 



AUTHORITY TO YOUR BANK/BUILDING SOCIETY TO PAY DIRECT DEBITS 


Please complete the section on the 
right to instruct your Bank/Building 
Society to make payments directly 
from your account. Then return this 
form to us - no stamp needed! 

Europress Direct 
FREEPOST 
Ellesmere Port 
South Wirral L65 3EA 


Originator s Identification No. 

Ref No. 

Bank/Building Society may decline to accept instructions 
to pay Direct Debit from some types of accounts. 


Your instructions to the Bonk/Building Society: 

•I instruct you to pay Direct Debits from my 
account at the request of Europress Ltd. 

•The amounts are variable and may be 
debited on various dates. 

• NO ACKNOWLEDGEMENT REQUIRED. 

•I understand that Europress may change 
the amounts and dates only after giving 
me prior notice. 

•I will inform the Bank/Building Society in 
writing if I wish to cancel this instruction. 

•I understand that if any Direct Debit is 
paid which breaks the terms of the 
instruction, the Bank/Building Society will 
make a refund. 


Name of Bank/Building Society. 
Address. 


Name of Account. 

Your Account No. 
Sort Code 


m 


□□mm 


Signature(s). 
Date. 


Your subscription will commence with 
the first available issue. 
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I t's time to dust off last year's red nose and put on your special 
charity trousers. Ocean Software are about to unveil the first and 
only Red Nose computer game, red Nose day, for those of you who 
have been living in a cave for the last decade, is a charity day where 
comedians and funsters attempt to raise money for worthy causes in 
all manner of hilarious ways. It's all for a good cause, but what's it all 

about? 

Well, for one thing, it's about producing a 
brilliant game that isn’t just a cheap way to cash 
in on our better nature. The game is called 
Sleepwalker and it’ll be available on your Super 
Nintendo early in 1993. 

The game features the chuckalicious antics 
of a faithful dog as he tries to prevent his mas¬ 
ter from doing himself a mischief. Why should 
his master be in any kind of danger though? 
Because he’s fast asleep and has the nasty habit 
of walking around unconcious! 


COmiC RELIEF 

In order to project a true feeling of special 
comedy genius. Ocean have enlisted the not 
inconsiderable talents of one Lenny Henry. 
Lenny is famous for many things, but most of all 
for his marriage to the beautiful and talented 
Dawn French. Cor, imagine living with those 
two. It must be a laff riot! 

“Good morning Dawn, isn’t it a tattifilari- 
ous day today’’ says Lenny. “Ooh yes,” says 
Dawn, “so why don’t you come and get me 
with your hilarious tickle stick” Well, it might 
be like that, you never know. Anyway, Lenny’s 


gruff tones will be perfectly suited to the dog and he s doing it all 
for free so he must be a nice bloke. TV fans will remember Lenny 
for his brilliant Oscar winning performance as Colin Curly out of 
the Quavers advert. Really moving stuff that and it made Daniel 
Day Lewis out of My Left Foot look like a right prat. Lenny can 
also be spotted trying to be like Eddie Murphy in his seminal 
masterpiece, Lenny Live And Unleashed. Is there no beginning to 
this man’s talent? 




































It’s a dog’s life being a dog. Your master has the 
unnerving habit of wandering about in his sleep. 

Normally this would involve a quick potter to 
the bathroom for a pee and a stubbed toe. but 
more adventurous times are afoot for our hero. 

The streets are filled with danger, as are the ^ ^ ^^ / r SZ 

nearby jungles and deserts. Smmi 

Your master will wander in a straight line jj g?7ji M jM| 

until he meets his fate and it's up to you to I \ /' xv 

make sure he comes to no harm. Remove 

obstacles from his path, make hazards safe and generally make sure he doesn’t kick 
the bucket. The hazards include all manner of weird and wonderful death dealing 
devices including lakes of fire, mantraps and vicious creatures. In play, it’s similar to 
Lemmings, but a lot faster and with a fair dose of platform action thrown in for good 
measure. The game is rapidly nearing completion and it’s starting to look very tasty. 
The graphics feature some very amusing characterisation and some absolutely 
superb parallax scrolling. It’s not often that a novelty game shows so much promise 
and this could well turn out to be a classic. We’ll have a full review in no time at all 
and then we can tell you how charitable you should be. And remember, even if you 
don’t fancy the game, you can still donate cash to a worthy cause on Red Nose Day. 


A walk off the edge of a 
platform could end in 
tragedy. Stop him before 
he reaches the edge! 


That rather grim bloke 
behind you could 
cause a lot of trouble 
unless your dog 
arrives in time. 
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RHINE GAMES 

€rce&t 


MAIL ORDER DETAILS: 

ALL PRICES ARE MAIL 
ORDER ONLY. CHEQUES 
OR POSTAL ORDERS TO: 

RHINE GAMES , 

301 EDGEWARE ROAD, 
LONDON W2 1BN 


RHINE 


NIN TENDO FAMICOM 

SUPER NINENDO (SCART)+PSU+SUPER MARIO WORLD (USA) -- 159.99 

SUPER NINTENDO+PSU+SUPER MARIO WORLD (UK) .. 145.00 

SUPER NINTENDO (USA) SCART+PSU .. 149.99 

SUPER NINTENDO (USA) SCART ♦ PSU ... 129.99 


SUPER GAME ADAPTOR (PLAYS UK US & JAP GAMES) 

ASCII PAD 

CONTROL PAD 

STEALTH SNES JOYSTICK 

CITY/APPOLLO (PRO) 

SEC PAL BOOSTER 

RGB CABLE _ _..__ 

CAPCOM JOYSTICK (6 BUTTONS) 

GAME CADDY 


£1500 
17000 
£1500 
£24 00 
£5000 
£3000 
£14 00 
£ 68.00 
£1000 

JAP 


ADDAMS FAMIL Y 

4299 


AREA 88 


2899 

ARKANA 

3999 


ADVENTURE ISLAND 

. . . 32.99. _ 


AX ELAY 

46 99 

44 99 

BASEBALL SIMULATOR 

. 3699 


BART SIMPSON 

4199 


BATTLE BLAZE 


3799 

BOWLING 


3899 

BILL LAMBER BASKETBALL 

34 99 


BATTLE TANK 

3999 


BASES LOADED 

3799 


CASTLEVANIA 4 

. 7999 ... 

3699 

CHESS MASTER 

3599 


CONTRA SPIRIT 

4299 

42 99 

DARIUS TWIN 

_ 35 99 


DESERT STRIKE 

4299 


DRAKHEN 

36 99 


D-FORCE 

3599 


DINASOUR 


4299 

DOUBLE DRAGON 

44 99 


EARTH DEFENCE FORCE 

..... 3899.~ . 


EXTRA INNINGS 

36 99 


EXHAUST HEAT 


43 99 

F-ZERO 

3699 

35 99 

FACE BALL 2000 

4299 


FINAL FANTASY2 

44 99 


FINAL FIGHT 

4299 

4299 

G FOREMAN KO BOXING 

3999 


GHOULS 8 GHOSTS 

3999 

3699 

GRADUIS 3 

3699 


GOLDEN FIGHTER 


4899 

HOME ALONE 

42 99 


HOME ALONE 2 

4299 

_ 

HOLE IN ONE GOLF 

3899 


HYPER ZONE 

33 99 

33 99 

HOOK 


43 99 

HUNT FOR RED OCTOBER 

3999 


JACK NICLAUS GOLF 

42 99 


JAMES BOND JNR 

42 99 


JOHN MADDEN FOOTBALL 

3999 


JOE A MAC 

4299 


KING OF MONSTERS 

42 99 

42 99 

KABLOOEY 

3999 


LAGOON 

3899 


LEMMINGS 

4299 


MYSTICAL NINJA 

4299 


MAGIC SWORD 

42 99 

4299 

METAL JACK 


4299 

MUSYA 


3499 

MARIO PAINT WITH MOUSE 

58 99 

5899 

NBA CHALLENGE 

4299 


OUT OF THIS WORLD 

4299 


PAPER BOY 2 

36 99 



4299 

3699 

4299 

3699 
3899 
34 99 
4299 
4299 
4299 


3999 

4499 


4299 

3299 

3699 

4299 

3999 

3999 


PGA TOUR GOLF 
PEBBLE BEACH GOLF 
PRINCE OF PERSIA 
PARODIUS _ 

PILOT WINGS _ 

PIT FIGHTER . 

POPULOUS _ 

PHALANX _ 

OBERT __ 

R - TYPE __ 

RANMA 1/2 . 

RIVAL TURF. _— 

ROCKETEER . 

RPM RACING . 

R0B0CQP3 _*._ 

R CLEMENS BASEBALL 
RAMPART 

ROMANCE OF 3 KINGDOM 

SUPER OFF ROAD . 

SIM CITY 

S _—_ 

smash r.y.....___ 

SPIDERMAN * XMEN 
STREET FIGHTER 2 
SMART BALL 
SUPER SOCCER 
SUPER CHAMP SOCCER 
SUPER BUSTER UP 
SUPER BUSTER BROS 

SUPER TENNIS. ... 

SOUL BLAZER ... 

SONIC BLASTMAN 
SUPER FORMA TION SOCCER 

SWAMP THING . 

SUPER MARIO KART 

SUPER PANG ... 

SUPER UNCHANGED WA TERS 

SPIDERMAN 

THUNDER SPIRITS 

TOP GEAR 

TURTLES IV 

TRUE GOLF __ 

UN SQUADRON __ 

ULTRAMAN 

TKOTECHKO _—. 

row ♦ JERRY 
WINGS 2 

WORLD LEAGUE SOCCER 
WORLD CHAMPION __ 


SNES - WHILE STOCKS LAST - ALL A T £29.99 

AFEA86.BCL [W-ORCE. LEMMNGS POPULOUS, WOHO CHWfflON&flP BOXWG- XAflDCR 


AVAILABLE NOW - GAME GEAR ADAPTOR £14.99 
RUN MASTER SYSTEM GAMES ON YOUR GAME GEAR 


49 99 

4299 

3899 


3699 

3299 

3999 

3499 

. 37.99 ^ 


4299 


6499 

5999 

3999 


3699 

3299 

3999 


4299 


4299 


3699 . 

32.99 

44 99 

34 99 


44 99 


4299 

4299 


4499 

4299 


4299 

_. 

. 5999 

4299 


3999-. 


4299 

3699 

4299 


3799 


3699 


3699 


3999 


3999 


4299 


3799 ..„ 



34 99 



ALIEN 3 


2799 

AXE BATTLER 


2199 

AERIAL ASSAULT 


16 99 

BART SIMPSON 


25 99 

BETTER UP 


1999 

CASTLE OF ILLUSION 


2199 

CRYSTAL WARRIORS 


24 99 

CHASEH0 


2199 

CHESS MASTER 


2199 

CHUCK ROCK 


2799 

DEVILISH 


23 99 

DONALD DUCK 


24 99 

DRAGON CRYSTAL 


1999 

GLOC 


2199 

JUNCTION 


24 99 

JOE MONTANA FOOTBALL 


1999 

FANTASY ZONE 


1799 

GEORGE FOREMAN K 0 BOXING 


1999 

MARBLE MADNESS 


CALL 

NINJA GAIDEN 


2399 

OLYMPIC GOLD 


24 99 

OUTRUN EUROPA 


24 99 

PREDATOR 


2799 

PSYCHIC WORLD 


19 99 



PAPERBOY 
POPILS 
SHINOBI 
SONIC 2 

SUPER MONACO GP 
SUPER SMASH TV 
SPACE HARRIER 
SUPER GOLF 
WOODY POP 
FACTORY PANIC 


GAME GEAR & SONIC 

GAME GEAR ___ 

GAME GEAR A 2 GAMES 
MASTER GEAR CONVERTER 
WIDE GEAR 
POWER SUPPLY 
BATTERY PACK 
2 PLAYER CABLE 
GAME GEAR ATTACHE CASE 
T V TUNER 


ACCESSORIES 


24 99 
1899 
24 99 
24 99 
24 99 
2799 
2099 
2099 
16 99 
1799 


11499 
94 99 
124 99 
14 99 
1099 
999 
3299 
999 
14 99 
67 99 


PC ENGINE - ATARI LYNX 
CONSOLES & GAMES 

PLEASE CALL FOR DETAILS 
TRADE ENQUIRIES WELCOME 


SEGA MEGA DRIVE ♦ PSU ♦ SONIC + 2 CONTROL PADS .... 124.99 

SEGA MEGA DRIVE ♦ PSU ♦ SONIC . 119.00 

SEGA MEGA DRIVE * PSU + 2 GAMES . 129.99 

MEGA CD ROM (PAL) + GAME 4- PSU . 330.00 


MEGA PAD SG 3 WITH 3 BUTTONS AND 
LED LIGHT 13 00 

POWER CLUTCH (ARCADE JOY STICK)30.00 
POWER BASE CONVERT MASTER GAME 
ON MEGA DRIVE 30.00 


MEGA DRIVE ADAPTER 

8 00 



USA 

JAP 

ATOMIC RUNNER . 

.31.99. 


ALIEN 3 . 

.36 99 

- 

ALISIA DRAGON . 

.33.99 

- 

ARCH RIVAL . 

.31.99.. 


AMAZING TENNIS . 

.39.99 

- 

ARCUS ODDYSSEY . 

.42.99 

- 

ATTACK SUB 688 . 

.43.99. 

- 

AQUACTIC GAMES . 

.32.99 

- 

AFTER BURNER . 

- 

...29.99 

BART SIMPSON . 

32.99. 

- 

BARE KNUCKLES . 

.32.99. 

...23.99 

BUCK ROGERS . 

.32.99 

- 

CASTLE OF ILLUSION . 

.32.99 ... 

...22.99 

CADASH . 

.30.99 

- 

CHUCK ROCK . 

.35.99 

- 

CRUDE DUDES . 

.35.99. 

- 

DAVID ROBINSON . 

29.99 

- 

DRAGONS FURY . 

.39.99 

- 

DOUBLE DRAGON . 

.38.99 ... 

- 

E A HOCKEY . 

32.99 

- 

F-22 . 

.29.99 

- 

FANTASIA . 

— 

...29.99 

FIGHTING MASTER . 

.39.99 

- 

GADGET TWINS . 

.39.99 

- 

GALAHAD . 

3999 

- 

GALAXY FORCE 2 . 

.29.99. 

.29.99 

GHOULS W GHOSTS . 

.26.99.. 

- 

GOLDEN AXE 2 . 

.34.99. 

...29.99 

GYNOUG . 

- , . 

.19.99 

HELL FIRE . 

.24.99. 

19.99 

JAMES POND 2 . 

.29.99. 

- 

JOHN MADDEN . 

.29.99 

- 

J.CAPRIARTI . 

.39.99 

- 

KID CHAMELEON . 

.34.99.. 

.29.99 

KING OF THE MONSTERS .. 

.39.99 

.- 

NEO-GEO 

NEO GEO PAL . 


.249.99 

NEO GEO SCART . 


.249.99 

MEMORY CARD . 


...19.99 

MAGICIAN LORD . 


69.99 

CYBERLIP . 


...69 99 

ROBOARMY . 


...76.99 

EIGHT MAN . 


.76.99 

RIDING HERO . 


...69.99 

SUPER SPY . 


...79.99 

KING OF THE MONSTERS 


...84.99 

CROSS SWORDS . 


...79.99 

2020 SUPER BASEBALL... 


...69.99 

NINJA COMBAT. . 


...64.99 

THRASH RALLY . 


...69.99 

BLUES JOURNEY 


...98.99 

FOOTBALL FRENZY . 


.109.99 

MUTATION NATION . 


..119.99 


KING SALMON . 36.99 

KRUSTY S FUN HOUSE . 32.99 

LEMMINGS . 39.99 

LHX A HACK CHOPPER . 36.99 

MARBLE MADNESS . 29.99 

MERCS . 26.99 

NHLPA HOCKEY 93 . 36.99 

OLYMPIC GOLD . 30.00. 

PGA GOLF. . 34.00 

PITFIGHTER . 33.99. 

POPULOUS . 29.00 

PREDATOR 2 . 36.99 

PSYCHOBLADE .-.... 

QUACKSHOT . 39.99. 

RAMPARTS . 39.99 

ROAD RASH . 32.99 

RODE RIOT . 36.99 

ROLLING THUNDER 2 . 37.99 

SAINT SWORD . 24.99 

SIDE POCKET . 37.99 

SLIME WORLD . 36.99 

SONIC 2 . 37.99 

SONIC . 30.99. 

STEEL EMPIRE . 32.00 

STORM LORD . 34.99 

STRIDER . 39.99 

SMASH TV . 36.99 

SPORTS TALK BASEBALL .44 99 
SPORTS TALK FOOTBALL 

SUPER SMASH TV . 36.99 

SUPER HIGH IMPACT . 37.99 

TAZMANIA . 34.99 

TEAM BASKETBALL . 39.99 

TERMINATOR . 36.99 

TEST DRIVE . 34.99 

TEL TEL BASEBALL .-.... 

THUNDERFORCE 3 . 29.99 

TOKI . 

WHEEL OF FORTUNE . 39.99 

WINTER CHALLENGE . 34.99.. 


36.99 

- 

.32.99... 

- 

.39.99 

- 

.36 99 

- 

.29.99... 

- 

.26.99 

- 

.36.99 

- 

.30.00... 

.27.00 

.34.00 

- 

.33.99 .... 

..31.99 

.29.00... 

- 

.36.99 ... 

- 

- 

.19.99 

.39.99 .... 

.39.99 

.29.99 

.32.99 ... 

- 

.36.99 .. 

- 

.37 99... 

- 

.24.99... 

- 

.37.99 

- 

.36.99... 

- 

.37.99... 

- 

.30.99.... 

.19.99 

.32.00 ... 

- 

.34.99... 

.29.99 

.39.99 .... 

.29.99 

.36.99 

- 

.44.99 

- 

.44.99... 

- 

.36.99... 

- 

.3799 

- 

.34 99... 

- 

.39.99 .. 

- 

.36.99 

- 

.34.99 ... 

- 

- 

..19.99 

.29.99... 

- 

34.99... 

.29.99 

.39.99 ... 

• 

.34.99... 

- 


..19.99 


NINTENDO GAME BOY 


GAMEBOY DELUXE PACK CONSOLE TETRIS, 
EARPHONES CABLE 4 AA BATTERIES64.99 

GAME LIGHT MANI . 14.00 

MANIFIER . 9.00 

AMPLIFIER . 9.00 

BRITEBOY . 9.00 

GAMEKEEPERS BOX . 21.99 

PORTABLE CARRY ALL . 9.99 

ATTACHE CASE . 16.99 

MINI JOYSTICK . 3.99 

DOCS LITE IT . 14.00 

GB ADAPTER . 8.99 

UNIVERSAL BATTERY PACK . 27.99 

LITE BOY . 19.99 

HYPERBOY . 29.99 


ALL STAR CHALLENGE 2 
ADDAMS FAMILY 
ADVENTURE ISLAND 
BATMAN 2 
BART SIMPSON 2 
BEETLE JUICE 
BLADES OF STEEL 
BUBBLE BOBBLE 
BUGS BUNNY 2 
BLUES BROTHERS 
CEASARS PALACE 
CASTLEVANIA 
CHESS MASTER 
DOUBLE DRAGON 1 & 2 
DUCK TALES 
FERRARI GP 
FLIGHT SIMULATOR 
FI * RACER 

GEORGE FOREMAN BOXING 
HUNT FOR RED OCTOBER 
HOOK 

MEGA MAN 2 


KID ICARUS 
KIRBY DREAMLAND 
METER0IDS2 

MICKEYS DANGEROUS CHASE 
MONOPOLY 

NINJA GAIDENS SHADOW 
NINJA TURTLES 2 
PACMAN 
PAPERBOY 2 
PRINCE OF PERSIA 
RAMPARTS 
RANMA 1/2 
R0B0C0P2 

ROGER CLEMENS BASEBALL 
SIDE POCKET 
SOLAMANS CLUB 
SPUDS ADVENTURE 
SPIDERMAN 2 
SPIDERMAN 
SPY VS SPY 
SUPER HUNCHBACK 
SIMPSONS 


TURN N BURN 
TERMINATOR 2 
TOXIC CRUSADERS 
THE PUNISHER 
TINY TOONS ADVENTURE 
TRACK N'MEET 
WWF2 

ROCKY & BULLWINKLE 
DIG DUG 
THE JETS 
OUT OF GAS 
HOME ALONE 2 
ANY ONE FOR £24 
ANY TWO FOR £44 
ANY THREE FOR £60 
PLEASE ADD £1 FOR 
EACH GAME P&P 
(ACCESSORIES & CONSOLES 
ADD £5 FOR POSTAGE ) 

VISA 


RETAIL STORES 

301 EDGEWARE ROAD, LONDON W2 1BN TEL: (071) 723-2412 
260 TOTTENHAM COURT ROAD, LONDON W1P9AB TEL: (071) 580-6397 

ALLOW APPROXIMATELY 5 DAYS FOR CLEARING CHEQUES. POSTAL OR 
MONEY ORDERS. FOLLOWING DA Y DELIVERY. P&P ADD £1.00 FOR 
SOFTWARE, £5.00 FOR MACHINES. TRADE ENQUIRIES WELCOME. WE 
RESERVE THE RIGHT TO CHANGE PRICES WITHOUT PRIOR NOTICE. E&OE 


SALES ORDER HOTLINE (071) 723-5768 














































































































































































































































































PAL VERSION 


THERE ARE TIMES WHEN YOU THINK 

YOU ARE TAKING , 

PART IN A MOVIE 


Nintendo 


IIII9I9IIIIIII9I9 
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OCEAN SOFTWARE LIMITED 
2 CASTLE STREET. CASTLEFIELD 
MANCHESTER. M3 4LZ 
TELEPHONE: 061 832 6633 
FAX: 061 834 0650 


Nintendo and Nintendo Entertainment 
System are trademarks of Nintendo 
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' ^OLD DETROIT. The streets are full of danger. Rampaging hordes of Splatter Punks run riot while 
the corrupt forces of the Rehabs sweep the streets, turning the night into a deadly scenario. 
Only one man can stand alone against such numbers. A man like no other man. Robocop. 
Once again, the cybernetic lawman must face insurmountable odds as crime and corruption 
threaten to tear the city apart. With state-of-the-art weaponry, a skin of steel and nerves to match 

he stalks his prey...evil-doers everywhere! 














